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STRATEGIC SIMULATIONS INC 


3-24 

From the w$r torn skies of World 
War ft emerged one fogendary 
uffonsive weapon - tho B-24 
bomber. This superb simulation 
allows you to recreate the exploits 
of this greet aeroplane on singfo 
mission runs or a 19 mission 
campaign to destroy ait refineries in 
Pfoetsi, Rumania. 

As pifot you non trot the mission 
Flight on a bombing raid From your 
home base in Italy: as group feeder 
you command 40 B - 24'$ on bomb 
funs to 14 targets deciding on when 
and where to bomb depending upon 
weather, plan availability, group 
efficiency and target Oif production 
levels. A flight and combat 
simulation oF unparalleled 
quality. r riBiil 

CBM 64/128 
El 4.99 Easse t 
£i ' 9-39 Disk 


From the world's greatest 
creator of simulation 
software comes a Further 
collection oF outstanding 
challenges. Relive some oF the 
momentous struggles that have 
changed the course oF man 's 
history; escape to worlds of 
fantasy and mystery where 
lies the unknown or create 
your own encounters played 
out in time and place oF 
your own choosing. 
These are the challenges in 
which you take 
complete control. 




B-24 

“The most realistic Flight simulation 
you're ever likely to experience" 
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CBM 64/128, APPLE, 
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T^d nfftterafrny sea fa^y 
opportunists to relvp tils rlas at nata* 
EngEL^.-TPiv k s a i 1 LVflYld 'Afa f ibstvean 
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rfle nsti Wartf Li>'?, r l! stffare IwiEJn 
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CBM Md2B APPLE. 

ATARI £24.93 
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NEXT ISSUE ... 

ORIGINAL SYNTH — a totally new way to get 
sound from your Atari keyboard* complete with 
light show! 

FONTFACT - a character set designer for 
programmers from a young lady in Belgium 
Next issue out early. On sale 17th December. Copy date 
6th November. 


AIL n-ngituil artK-k-y, programs ami Othej inm trial 
in PAGE ti it copy fight of the author iis ere Jited. 
AIL unen-dited matirrL;il is copy fight PAGE b. 
Unless confining [be by-Line ASJ Rights 
Reserved’ any materia] in PAGE 6 may be 
reproduced l>y User Groups and ocher non-profit 
making OrganisacLons provided that The author's 
name is included and PAGE 6 is credited a-s [he 
original publisher. Permission Co publish 
elsewhere should lx obtained from PAGE 6 or the 
author. Editors of newsletters repioducinji 
material arc requeued to send a copy of the 
relevant issue tes the Editorial address, of PAGE fr. 
Whilst we take whenever steps We tan to ensure the 
uccuraey of articles and programs and the contents 
id advertisements. Page 0 cannot be held liable for 
jny errors or claims nude by advertisers. 


PAGE 6 is published bt-monthly on. the 1st 
of tiacb alternate m-nnth. 

PAGE fi is a users' magazine w hich rehe^. entirdy 
on readers' support in ^ubmitcirag articles and 
programs, The aim is to explore ATARI 
computing through the exchange of Inform iOil 
and knowledge. We wilt pay for articles and 
programs where appropriate and w e hope chat 
readers wilt enjoy seeing theif work published. In 
lurn we hope rhat or her readers- will learn from the 
articles and prog rams submitted and increase fheil 
enjoy men i of Atari computing. 

ATARF™ ? is a. registered trademark of 
ATARI CORP+ All references should be 
so noted. 


Subscription rates - annual (b issues) 

U.K. £7.00 

Europe £11.50 

E Iseivhere S urfacc £ 11.50 

Elsewhere - Air £ 17.50 

Single copies and back issues at one-sixth of 
the tinnuni rates. 


Disk subset! pliun (Magazine and Disk) 


U.K. 

Europe 

Elsewhere Please enquire 


£30.00 

£37.50 


Please make cheques payable to PAGE b 
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Editorial: Les Ellin gham 0785 21302H Advertising: Nicola Parry 0785 213028 Newstrade Distribution: Seymour 01 733 4444 
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the gbedits 

l ull ‘official’ credits are on page 3, here 
are the people who made it possible. 

Les Ellinghaio did the Editing 

Nicola Parry looked after the ads 

Phil Cardwell gave valuable Editorial 
Assistance 

The Regular Contributors art. 

Garry Francis 
Mark Hutchinson 
Matthew JoneB 
John Davison 
John Davison jr 
John Sweeney 
Paul Rixon 

The superb Cover illustration and sundry 
other illustrations (also last issue) are by 

Barry Armstrong 

All other contributors for this issue are 
credited alongside their articles or 
programs. Thanks to everybody for 
contributing and thus helping others. 

Inspiration for this issue came from Van 
Morrison, Relativity, Nanci Griffith, Harvey 
Andrews, Pei Shop Boys, Pink Floyd, LyU 
Lovett, Siphc Mabuse, Mary Goughian, 
Heart, Neil Young and others. Also, and 
especially, from Sean who was three just before 
the typing started! 


Serious? You bet! But Atari is supposed 
to fun as well isn’t it? 

The next issue of PAGE 6 could feature 
YOUR article or program. So, send it. 


PAGE 6 is pat together almost entirely with Altm 
equipment an dsoftware- Hardware Bred.' I30XE, 
I0S0 tilth drive, fflOtiisk drive, 8S0 Interface, 
modem, NEC 8023 primer, MOST, SM124 
monitor, Atari SH204 hard dish dnve, Epson 
fiXIOQ printer, Microstuffct Buffer- Software used: 
Superscript, Turbo Basic, Tele-Talk, Kermit, Pratt 
Wie. and several custom wrif(«rt (UltirtJ on tki 9-btt. 
$ Ttoriltr, PC Intercvmm, Thunder ond Fleet Street 
Publisher eti iki 5T- 

Copy B prepared on a 130XE iWttg Superscripted 
various custom written programs and then transferred 
to the ST via &-bil Hermit and PC Inter comm, h is 
then spell checked with Thunder and the layout 
drafted with Fleet Street Publisher■ Finished copy U 
output from the ST to a Kanncel 2 cassette machine 
and then fed into a Monotype J.asercomp typesetter. 


Five years! It seems almost 
unbelievable but this issue is our fifth 
birthday issue. It’s a shame that we 
don’t have time for a birthday party but 
the truth is that the world of Atari 
seems to be busier now than it has ever 
been and that can’t be too bad can it? 

Bv the time you read this, the PCW 
Show with its Atari Village will have 
come and gone but as l write it is only a 
few days away and I have to complete 
most of this issue beforehand, spend a 
week at the show, and then finish it m 
two days after we come back! After that 
there is The Atari Christmas Show to 
look forward to at the end of November 
and it looks as if that might be just as 
hectic to fit in too! 

Considering that the very first 
Atari only show was only last year, it 
seems amazing that we now seem to 
have two regular Atari Shows a year 
plus the largest presence of any 
manufacturer at the PCW Show. 

Things must be good in the world of 
Atari, or arc they? It is a pity that all 
this show activity is not reflected 
elsewhere. Atari still doesn’t have the 
same profile in the shops as certain 
other computers despite the fact that 
the ST seems to be the machine of the 
moment. It is still hard to find a decent 
range of Atari software, especially 
8-bit, unless you happen to be lucky 
enough to live near a good established 
retailer who has stuck with Atari all 
along. There are not enough of these to 
cover the country though and the Atari 
8-bit software market became almost 
exclusively mail order long ago. Dozens 
of ‘companies' got in on the act in the 
early days but today only a few (the 
best or the honest) survive and, if you 
have not got a local shop, they deserve 
your support. What is worrying now is 
that these companies, and the shop 
retailers, are being hit hard by all the 
‘bright boys’ who are jumping in to sell 
ST software at ridiculously discounted 
prices. Have you seen how many there 
are? In the short run the ST public 
might gel a good deal, providing thej 
get in quick enough before these boys 
disappear but in the long run we all 
might end up losing. Most of the cut 
price merchants’ will disappear quickly 
because the market is just not big 
enough to support them all but what is 
worrying is that some of those who 
have supported Atari for a long time 
may be forced to go first and that is not 
right. Get a good price by all means but 
don’t start complaining when (not if) 
one day you send off your money and 


don’t get a reply. 

Five years is a long time and I have 
seen it all happen before. If you don i 
believe me, make a list of all the really 
cheap places and then make another in 
six months time. I bet it won t be the 
same. 


A NEW EDITORIAL 
ASSISTANTI 

I jet’s get on to more pleasant 
things. This issue wc have a new 
Editorial Assistant so perhaps you 
would welcome Phil Cardwell. He 
claims he’s a real wizzo on the good old 
Atari 8-bit and we will hopefully see his 
influence in coming issues. We might 
also get a bit more ahead in planning 
each issue and dealing with your 
contributions as I have always been 
promising! Wc should also have just a 
little more time to address particular 
topics in the pages of PAGE 6 so if 
there is something you would like to see 
in future issues drop Phil a line and 
we’ll see what can be done. 

THANKS TO 
SOFTWARE EXPRESS 

Here’s a little tale. About two 
months ago mv Atari Hard Disk drive 
died. I switched it on one morning and 
it didn’t come on! If you know 
anything about Hard Disks you will 
know that they are delicate beasts and I 
did not want to send it through the post 
(God forbid!) so I dropped it into 
Software Express in Birmingham to see 
if they could repair it. It needed a new 
power supply, so they asked a few 
favours from Atari (as did I) and a mere 
two months later the part arrived! In 
the meantime I desperately needed a 
Hard Disk on two occasions so 
Software Express kindly loaned me one 
they had on loan on the first occasion 
and then cleared everything off the one 
they use themselves in the shop so I 
could borrow it to get the subscriptions 
out for the last issue and I didn’t even 
buy my drive from them tn the first place! 

Obviously they can’t do the same 
for everybody but it does illustrate a 
point I have often made before. Gan 
you imagine getting that sort of support 
from the local Dixons or Boots! Do you 
see what I am getting at? I hope so. 

Anyway, thanks to Software 
Express without whose help these long 
nights would have been even longer! 

Les Ellingham 
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TURN TOUR 1029 PRINTER INTO 

4 PRINTERS IN ONE 



with FONT iv 


Replacement character ROM! 

Ifes 4 character ONLY £ 24.99 POST FREE 

sate at the Hick of a switch - 3 new sets - a.11 with true descenders, 

□ Simply replace the old character ROM in your 1029 with FONT IV 
No soldering or cutting necessary. 

□ Fitted in minutes, 

□ 100% compatible with ail existing software. 

□ Adds new dimensions to your letters 6f documents, Contains existing 
Atari character set plus 3 new sets: 

ILQ FUTURE DESCENDER 

HeflDErFnN waeoeFGn ifibcdefgh 

or just descender BOH iur only € 1 2.99 nor rue 

LJ: If you prefer we can supply just the descender character 
on a chip at a lower price. 


LI Simple te fit - no soldering etc. 

□ 100% compatible with existing software. 



» Al# COMPUTER 
W I AV/I\ PRODUCTS 


CENTRONICS PRINTER INTERFACE 

400,800, XL, XE (Any fl Bit AlarI) 





TYPE 7ZOOO 

• ANY CENTRONICS PRINTER 

■ NO SOFTWARE NEEDED 

• ALL CABLES SUPPLIED 

• EASY TO USE - JUST PLUG IN AND GO 

■ TRANSPARENT & CONVERSION FEATURES INCLUDED 

• FULL YEARS WARRANTY 






FREE 40 PAGE 
CATALOGUE ON 
REQUESTOR WITH 
ORDER 


MEEDMOBE LIMITED 

2& Farriers Way, Nelhertcn 
Merseyside L30 4XL 
Tel: 051521 2202 




For the Atari G0QXLJ130XE Computers 

One of the mrofixwerM features uf frie ATARI ST and 
COMMODORE AMIGA is the 'DESKTOP, this system allows ihe user 
lo have a range of utilities in mernory while running commercial 
software, when you access the desktop system the commercial 
software will be temporarily frozen. The Contrcrtter Card is an internal 
hardware modification that whan installed into your Atari 
&0CXL/1 BOX E will give you the most advanced Desktop Management 
System available today.... 

DESKTOP MASTER DISK 

Snapshot Printer Dumper* with tha SHQ 
Printout screens from commercial game title page's to graphic 
application packages. Will hands any graphics mode inducing mixed 
graphics modes. Full A4 size printouts, built-in shade selector. 

Included is our unique SHQ system which is an ultra high definition bit 
in age printout com parable to a photocopy {for Epson and compatible 
printers.) 

Superdump 11 Memory Dumper 

The perfect utility lor software development, just dump the contents 
of memory where th e error occurs then examine and rectify. Can also 
be used to upgrade your cassette software to disk or moke disk to disk 
backups. 

The O.S. Boot Menu 

A Desktop resident multiboot menu, by simply pressing the HELP 
KEY you exit tha main program to tha menu. 

Disk tIO Analyser 

A unique and vary powerful disk debugging tool which prints out aM 
the relevant information concerning the interaction between the disk 
drive and computer as the disk software is loading orraadng/writing 
data. 

The Control Panel 

This utility will allow you to alter a wide range of system parameters 
such as: Auto scroti, I/O noise. Inverse Hash, key dick, fast 
cursor/keyboard debounce rate, primary system colours, the system 
baud rate and frie system character set{14 alternative ctaractersete 
to choose from). 

400/800 Operating System Saver 

This facility will allow tou to save the O S. from tha 400/900 Atari 
com puters to create true em uiators or upg rade customised roms such 
as OMNI MON to disk to mn on the 600XU130XE computers via tie 
Desktop. 

Additional Desktop Library Disks 

Library Disk #1 -1024 Snapshot Printer Dumpers 
Similar te the SHQ Snapshot printer dumpers but not dedicated for 
the 1029 printer. 

Library Disk 91 - SHQ Professions! Print Package 

Combines the SHQ Graphics con verters and Text enhancers 

together on one menu disk. The Graphics converter will give your 

desktop publishing packages i.e. TYPESETTER (XJent software) a 

printout that matches a photocopy using Epson B pin dotmatrix or 

compatible printers with reverse line feed. In fact Ihe only competition 

we have is a Lazer printer III 

Library Disk #3 - The Superdump It) Toolkit 

The ultimata backup system for standard and U.S, Doubler drives. 

This disk Is crammed »full of unique features it would take up the 
whole of this ad space to describe them... Please ring for more info. 

MAIL ORDER PRICE LIST (add 10% for export order*) 

CONTROLLER CAflDWrTH DESKTOP MASTER DISK FOR THE ATARI SOOXL t&S.fiS 

CONTROLLER CARO WITH DESKTOP MASTER DISK FOR THE ATARI 130XE £79.1)5 

OPTIONAL SWITCH PACK £».B5 

LIBRARY D*SKf1£1£» LIBRARY DISK « £19.95 LIBRARY DISK «3 £2*.1)5 

FOR FREE INSTALLATION PLEASE ADD £5.50; 

FOR RETURN P4P+ INS. 

Fo" more information pteaM rtep 01 -731 1Z76 weekdays, between T0anV7pm 
PtflBse make choquea/pewtat orders payable to:- 

Comput©r house 

14 Homily Court, Land ridge Road, Fulham, 

London SW6 4LL 
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SOFTWARE _ 

EXPREsmim 

514-516 Alum Rock Road. Alum Rock. Birmingham 

1H2Q 

vowner^j 

TEN-PRINT £14.95 (DISK) 

A printer utility allowing 
you to print and edit fonts, 
dump graphic 8 screens. 

"Typesetter" compatible^ 




Mini 


£ 19.95 


( DISK} 

jfcWord Processor * Database* 

* Spreadsheet * Graphics* 

* Communications *Label Printer* 

GREAT VALUE 



Tel.: 021-328 3585 

The First XLEnt 

_ (WORD 

(PROCESSOR! 


Jeon driven,fast and friendly . 


ANTID 


PCW Review May 8? 
"Honestly believe it is the 
best word processer seen 

for the 8~bit ATARI S. 


AWARDS '07 



SPECIAL OFFERS 

The Hulk(Disk) 

Sea Bandit(Cass & Disk) 
Pooyan(Cass & Disk) 

Clowns and balloons (Cass & Disk}] 
Rosens brigade(Cass & Disk) 
Zaxxon(Cass & Disk) _ 

Scott Adams adventures(Disk.) 

ALL AT £5.00 EACH! 


1 


b Page ft-Issued 


Dealer and Oversea* Enquiries Welcome 

Alum Rock Road, 35f 

ck, Birmingham 4234 021 320 vD 

ALSO AT 21 2, BROAD STREET, BIRMINGHAM Tel. 021 6439100 






































SHE LOOKED 
DEEP INTO HIS 
SULTRY BLUE 
EYES ... 


Infocom are a strange company 
aren’t they? Following hot on the heels 
of The Lurking Horror, complete with 
slimy ‘thing’ in the box, comes 
Plundered Hearts a story of ‘romance 
and adventure 1 which they claim is 
aimed specifically at the female market. 
Unfortunately, this means that they 
will sell about six copies so they have 
cleverly designed the game to be 
appealing to men as well and the 
pre-release testers (mostly men) have 
pronounced it quite acceptable. 

Plundered Hearts is an adventure 
which 'provides the salt air, steamy 
tropical nights and treacherous 
characters essential to a heart-pounding 
adventure on the high seas. Little do 
you know that your innocent journey 
will soon turn to dangerous adventure. 
Explosives, rocky reefs and the vicious 
crocodiles arc obstacles which you must 
overcome. True, it’s not easy but at 
least you can control your fate. What 
you cannot control is much more 
dangerous, your passion for Nicholas 
Jamison, the handsome pirate captain. 
When you are in his arms you are apt to 
forget your mission’. Yuck! I hope they 
give you a sick bag in the box. Now' 
where did I put that horrible slimy 
thing from the last one? 

Plundered Hearts is available on 
the XL/XE for £24.99 and the ST for 
£29.99. 


PCW STOP 
PRESS 


The PCW Show tHicurred just as we 
went to press so we are unable to bring 
you a full report. Atari 8-bit software 
was thin on the ground but it was there 
with several re-releases on budget 
labels and a number of new titles. 
STARS OF THE SHOW - both For 
the ST. WORD PERFECT is Tour to 
six weeks away* and really is THE 
word processor pit serious ST users 
have been waiting for. Complete with 
115jQ0Q word UK dictionary and 
thesaurus at £199. Expensive but 
worth it! OMIKRON BASIC is the 
first Basic for the ST that retains the 
Teel* of Atari 8-bit Bade but with some 
incredibly powerful programming and 
editing features and a library’ of 
routines similar to C A full review of 
this one will be included as soon as 
possible. 



Tf we can’t get into movies with 
James Bond, let’s chat up some bloke 
with influence in case he might make a 
movie of his latest book*. Remember 
those two guys from last issue posing as 
James Bonds? Well* now they have this 
crazy idea of producing a graphic 
adventure about a guy called Stephen 
Bradley who loses a small fortune by 
investing in a fraudulent oil company 
set up by multi millionaire Harvey 
Metcalfe. They arc going to call this 


unlikely computer game Not a Penny 
More Not a Penny Less, Haven't I 
heard, that somewhere before? 

Mark Strachan and Dominic 
Wheatley of Domark are seen here 
discussing the fine details with the chap 
who is going to design the packaging^ 
or is ii the guy who wrote the book? 
Anyway the ST version of the game 
was demonstrated at the PCW Show 
and there willj hopefully^ be an 8-bit 
version later in the year. 


SORRY, JEFFREY, 

NOT A PENNY MORE ... 


NEW FRONTIERS 


Excellent news for Atari 8-bit 
owners comes from Frontier Software 
who have recently signed a sole 
distributor agreement with I CD of 
Illinois, U.S.A, In case you don’t 
know, I CD are responsible for 
S part ados and the U.S. Doubler among 
many other fine products. 

The US Doubler Chip is a 
simply installed two chip upgrade For 
the 1050 disk drive giving true double 
density and an accelerated I/O rate 
designed to triple the speed of disk 
operations. It will cost just £29.95. 

Ideal for use with the US Doubler, but 
also a stand alone program is 
Spartados, widely acclaimed as the 
best DOS for the 8-bit Atari. Spartados 
supports everything from 810 to double 
density 1050 to RAM disks and Hard 
Disks, A special menu allows rapid 
transfer, erasure or locking of files 
using only the Space Bar, Option, Start 


and Select keys. There are several 
bonus features including a 32 character 
keyboard buffer, intelligent switching 
between drive densities, a binary file 
game menu, subdirectories and time 
and date stamping. Spartados also costs 
£29.95 or you can get a special double 
package with the US Doubler included 
for £49,95, Following the distribution 
agreement, Spartados will now' come as 
standard on all Supra 8-bit Hard Disk 
drives. 

Another product from ICD is P:R: 
Connection which is an interface unit 
designed to replace the elusive 850 
interface. The unit includes a 
Centronics parallel port and two RS232 
ports enabling the device to be used 
with any Centronics printer and 
modems. Price is £69.95, 

These products should be at your 
local dealer now and more of I CD’s 
range will be available shortly. 
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SOFTWARE 

SHORTS 


*---1 

USER GROUPS GET TOGETHER 


Ken Ward, long lime champion of 
Atari and leading light behind the 
Norwich User Group has finally got 
together The Association of Atari User 
Groups which is a body whose aims are 
to represent Atari Users in consultation 
and discussion with software houses 
and Atari themselves. Ken has always 
been outspoken in his support for Atari 
Users and now' with the backing of the 
Association we may well see more 
benefits for Atari Users in the U.K. 

Already 17 Users Groups have 
become affiliated and the first 
newsletter has been produced but the 
Association wanes to ensure that as 
many Atari owners as possible are 
represented so other Groups who have 
not yet affiliated are urged to get in 
touch with the AAUG as soon as 
possible. If you run a User Group, and 
you are serious about it, it will be in 
your interest and, more importantly, in 
the interest of your members to contact 


AAUG news 


Cfr AT AH I 
.Etc, r>i nur= 


WE RE OFF! ™g 

THE ASSOCIATION IS tj^ovv 
FINALLY A REALITY _ 
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;he AAUG right away. You can do it 
simply by writing to The Association of 
Atari User Groups, 45, Coleburn Road, 
Lakenham, Norwich, NRl 2NZ or by 
telephoning Ken Ward on 0605 
661149, 


Mastertronic and its associated labels 
keep the budget titles coming with 
September releases of Flash Gordon at 
£2.99 and Panther at £199 on the 
MAD label On Bulldog at £1.99 
comes Storm, an arcade adventure of 
sword and sorcery, magic and mayhem. 
Feud which features a magical 
encounter between two wizards and 
Revenge at Rigel which is a ‘thrilling 
text adventure with inter-active 
graphics'- This last one was voted a 
C&VG Hit, Is that good or bad? 

Rainblrd have now released Guild of 
Thieves, the follow' up to The Pawn, on 
the Atari 8-bit, There are many clever 
puzzles and surprises and 29 
atmospheric scene setting illustrations 
on the two-disk set which retails at 
£19.95, 

No more, everybody’s keeping quiet 
until the 1 J CW Show which is yet to 
come but will be gone by the time you 
read this, if you get the meaning’ 


MICROPROSE GUNSHIP 
FINALLY HERE! 



ATARI 

CHRISTMAS 

SHOW 


After weeks of speculation. 

Database have announced that there 
will be an Atari Christmas Show' this 
year to be held on November 20th to 
22nd at The Novotel Hotel, 
Hammersmith, London, scene of this 
year’s previous Atari show', There was 
speculation that the show would be 
held in October but many exhibitors 
would still be trying to recover from 
the PCW Show and probably wouldn’t 
have turned up! There w'as also 
speculation that this show' would be for 
ST only but, thankfully, this is not the 
case. Whilst there may not be anywhere 
as near as much support for the 8-bit 
machines at these shows, it does 
represent one of the few opportunities 
for some 8-bit owners to see software 
that they cannot get locally. PAGE 6 
will be there and will welcome 8-bit 
owners with open arms! 

All that it needs now is for 
Database to organise a show' in the 
North for all those users w'ho can’t 
afford to travel down to London twice a 
year. How about it? 


Here is the ultimate in computer 
flight simulators from Microprose, a 
complete AH-64 Apache Gunship 
helicopter simulator on disk for your 
Atari with all manuals and associated 
hardware in the box. It is incredible 
value at around £19.95 but because of 
problems with carrying it home from 
your local shop (it weighs over 1,5 
tonnes) you will have to pay a delivery 


charge of around 2 million dollars! 

Seriously though, this is what 
Microprose had at the PCW Show to 
promote Gunship and it is a genuine 
helicopter flight simulator specially 
adapted to work with Microprose’s 
Gunship program, Now' that just has to 
be the ultimate in inter-active computer 
simulations! 
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SPECIAL AUTUMN 
PACKAGE OFFER 

’DARG’ 

‘WORLD CUP MANAGER’ 

& 

‘JOE AND THE NUCLEAR 
CAVERNS’ 

Disk versions 
ONLY £10.00 inc. p&p 

(SAVE OVER £18!) 

Cassette versions 
ONLY £6.00 inc p&p 

(SAVE OVER £11!) 

Cheque or P.O. to 
STV SOFTWARE 
9 CHISWICK WALK 
BIRMINGHAM 
B37 6TA 


4 **+ + 4*4*4 ****4 ******** ■* + *+ ***-■ 4 
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XL/XE MOUSE 

ST mouse, modified for XL/E use 
Jes mouse art package. You can 
□use in , \ _ 

progs! f H**'£29.95 


inc 


LOBAL ^ 

COMPUTER % 
SERVICES 
Navigation Road 
NORTHWfCH CW81BE 




Q 






(FDaOESELEHQSI® WTM VOELOB9 ^TT*0 ¥ 

FOR FAST RE LIABLE AND PROFESSIONAL 
REPAIRS AT COMPETITIVE PRICES 
P M ENGINEERING 


UNIT 8, NEW ROAD, STRIVES, 
ym CAMBRIDGESHIRE. PE17-4BE 

sir. owe© K©4®@mi]®§)4 




THE PLAYERS TEAM ARE OUT LOOKING FOR 

YOU! 

CAN YOU WRITE COMMERCIAL QUALITY 
GAMES IN MACHINE CODE? 

Write in Strictest Confidence ‘o 
RICHARD PAUL JONES 
PLAYERS SOFTWARE, CALiFVA PARK 
ALDERVI ASTON 
BERKS RG? 4QW 

or phone: (07356) 77424 (5 fines) 


WE WANT YOU! 


i .«<**RflJftPflGE 


TASKMASTER 

Awto-con»*rt your tapei to Menu Bi** with Auto-run fr™ tlrgl* k«y (election. TEE 

JKyrtY fijl Utility fair berth n*m ATl4 ¥Hl>qT ItfTICOG flrLfl OMTtl'E*.. lnclUil-fe* eei4rml:jSE, 
eSitor t IKiniLOf fkinctlOhl fsSSr In -ftAfrt-li vcjt\ Iwysmi thw nwrfff Of twml COR.T»EBlon 
l£ 9 J. Dripper Bill* wltli k -*p«/ai*£ litilitlei L~-±iing m*TW, 


RAMBIT II 

A capjfrtl. * I nter fee* VMt tllpwp juu to- Wi-EPoara your tip»i to load at eround SUE 
TUBS' FMTER. Coapill** Ui my tu (it Xlt nnd tip* pr-ngrBP [tH>„ *t*t* 

cas«ttfl pedal or. ... Fitted, and taitad (<ii) *11 lncl«i-1>* r jiairt port your d*t* 

ri-GOirti*[ to up 


B^-fch bw*e lull lnpt ruction*, hard In Sirrql*. Hultl-it*^* J E^jn-g tlrn’i *te, 

up V* *nd i E * *u1 1 ih L« for MX NWEL, SWIli *nd 130X1. Me Tvelp P *nrv*c truer i#i 
And updeti IlC'-vIjI . guuted frith* *r* Irdlotl**, Jin-ml 3M for Full drtfcll* or E/O 
Cheque piv-ebl* toi- 

■PAMBTT 

TWE ifhtEP ■ HIDFUT^ BOtruPE, LliKS. . IE10 CSS 


HAVE YOU RUNG FOR 
THE PAGE 6 
CATALOG YET? 

DO IT NOW 

0785 57005 

(24 hour answerphone) 
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“ r and get them right! 


The program listings In PAGE 6 are prepared carefully lo 
ensure that they can be typed In as easily as possible. Before 
typing any Listings ensure that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
in your computer manual. The listings are prepared to 
match exactly what you see on screen. Every character that 
you may see In a Listing is Included in the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type In the programs EXACTLY as they are printed- Remem¬ 
ber a single typing mistake may mean a program will not 


WHAT ARE THOSE CODES? 

Each line of a program begins with a special two Letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
by the program TYPO to check that you have typed each 
line correctly, IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW. The program 
can be used as you type In each Line of a program orto check, 
an already typed program. The code for each line will match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check if a line has 
been missed so If you have problems in running a listing 
count the lines In the program and ensure none are missing. 
If the TYPO c odes mate h an d th e program still does n ol run, 
UST it to cassette or disk using LIST “Cr" or LIST 
"l>.filename”, switch off the computer, re-hoot and then 
ENTER the program using ENTER “G” or ENTER 
“D:fUename”. Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes, 

2. SAVE or CSAVE a copy of the program. 

3. Each time you want to type in a program listing RUN 
TYPO 3 first. The program will install a machine code 
routine in memory and then delete itself. Novv type in a line 
as shown in the magazine excluding the first two fetter code and 

press RETURN. 

4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note the code will not match If you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed, move the cursor to that tine and 
press RETURN. The code should now match. 

/ 


Wff? 






jr v 


S 4 ■ A 
& Cj 


h U 


5. If the code does not match, use the editing keys to correct 
rhe line and pres* RETURN again. Repeat If necessary until 
the code* match. 

ft To check a line you ha^e already typed LIST the line, 
place the cursor on that line and press KfcTURN. 

7. When you have finished a listing Just SAVE or CSAVE it 
in the normal way 

You can type Ln a program without using TYPO 3 and then 
check it by SAVEing ur CSAVElng a copy of the program, 
running TYPO 3 and then LOADlng or CLOADing your 
program and proceeding as In slep 6 above. 

Always SAVE or CSAVE a program before running it and 
always use TYPO before telling us that a program will not 
run. 


1 hem 

2 RFH 


3 HEW « ft 


tyro ill by ai*c H¥ns pit * 

Jon# 1* 
pro q frrid*r f or a h 11C *«nd * 

M PAGE 6 b«vrd on TYPD II * 

* pub i i by piWTic wdg arairp * 

tL * n En . . . 

SG 166 LHflPHECi « 

I4G i 1B FOB 1=153* TO 17*IiftEflD a^CK-CK + ft- 
POKE I,A:»EKT 1 

CG 126 IF CK 0 36 765 fn€« ? "Err of in DATA 
stitewnis - Chfck r y p ii ng 11 r E NO 

¥H 136 A = U5Rf 153E.3 


y T 


T r 1 ? *' T Y P 0 ITI is up and r ufir i n g " i 


HP 1600 OATH 1*4*16*■6,1*5#26#3#2*1#*1 
HG 1616 P&lA 2*6#5,7*6.260,200.192#35,20* 
1*26 DATA J42#96,Z06.169#79#153.26#3 
RK 103* *AT A 266*169*6#153#26#3*162,0 
Bfi 16*0 D-ftT A 189 #- 6,32 ft* 157.79,6 # 232 # 224 
TO 1056 DATA 15#2*8#249#169#93#141#ftl#& 

KC 1660 DATA 1*9*6#141#84.*#17 I#4,ZZft 
EU 1876 DATA i®5#6#141,95,6.1?3#5*228 
6K 1080 DAT ft 165,0.. 1* 1 # *6 # 6#l6*p6j 162 
K* 16*0 0AT ft S#14*#203,762#16#251.U 
Zft 11*6 DflfA i f 6#0 r o.B,6#0.6 
1_D 1116 BATA 0*6 #*^Oh 0 J 0#32 r ** 
jn 1120 OAT A Mj 72*201,155# 246# 55.136 
T U 1136 DATA 2*3#133#1*9,136,72,169,6#133 
TH 1146 8 AT ft 20 0- #162,8,ia#30jZfl0#6p2fl9 
HF 115B DATA 1*4*7,24#101#283#14*,2#21* 
flL 1166 DATA 2 6 5,202 # 2 6 ft # 2 3 7 #- £ 3 3 ■ 2*7 #24,1 
65 

TH 117* DATA 264#1*1#267,1 S3 r 264,165.2*5# 
1*1 

AM 1130 PAfA 2 0 8#133# 2*5 #16 5 #2*6#105,6#13 
3 

KH 11*6 PAT a 206 .104,17*# 1 B4#*fl.96,138.72 
MB 1206 DATA 152#72#167,*#II*#207,134#208 
GF 1 2 16 DATA 160 r 24,6#2*4#li#2*5#30r2*0 
EA 1220 PATH 30,267 r JO#266,56,ifti r 267,233 
TH 1236 DATA 16*,176,l6i>20ft*233,2#1*4#* 
1240 P A T a 13**207 ,13 3# 2 B ft #136# 2 O * # 227# 
1*2 

Cfl 125* DATA ft* 165j- 2*7 # 133 * 204 # 1*5 # 2*8 # 6 
HH 1266 DATA 284#*2#?Oi#26 J 144#*. .3*3#26 
Hft 1270 PATA 23*#2*4#2*£#2*8#242#133#265# 
169 

OC 12ft* DATA 12ft. 145i.0S# Z60r 102 #46# Z06, Z* 
* 

MU 1270 DATA 165#26*,1*5 r 166#160,3#145#08 
PA 1366 0 AT A 1*5,2 65,24,10*# 161*260* 2.4* #■ 6 
8 

MH> 1310 DATA 32*69,6#104,1*6#76#153,6 


j 4 //Jl- 


* S* ** jZ* ^ 


i n 


□ 


ESC 

CTRL - 
CTRL = 

CTRL + 

CTRL * 

SWIFT CLEAR 

DELETE 

TAB 

SHIFT DELETE 
SHIFT INSERT 
CTRL TAB 
SHIFT TAB 
CTRL 2 
CTRL DELETE 
CTRL INSERT 


□ 


INVERSE SPACE 
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„„, her FREE to en« r 

This courtesy “* estiol , s 

c “'” P '‘h justM**"" fl 7 t ?‘f w P orl d of I*®*’ 

Bond 1 . 
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TIMOTHY DALTON 

...__.*J*fa£Ui<K5___ 

THE QUESTIONS 

1. How many Bonds so far? Be 
careful! 

2. Who wrote the Bond movie 
theme? 

3. Who is the top villain in THE 
LIVING DAYLIGHTS? 

4. Who is Bond's boss? 

5. How many levels in Domark’s 
THE LIVING DAYLIGHTS 
computer game? 

That's it. Rack you brains, look up 
the answers or go and see the film. 
It’s easy really! 


lZZ* STp «* Es; 

°"L J GH7 aC “P^ of TH E Uvj 
Co Py of tu ^ un dtra c jt >(i 

Mo vie Boo* 7’ n ^ }AME SBo^ : 

movies A VrT K detai hng 2s B ° Nd 
r «in g as a temes Bo g n 2 of Bo, 

f in ss Z: stnns k 


Wag! 1 * 8 


Up 


pC"«'C e a “«»» the I Mcky )0 
f as a ^»nrr. UB v ®"" d W *i«liLL 

I s « you J, av P' fcave 20 of t L J 

W a good chau ce of a 


RULES 

1, One entry per reader only 

2, The winners will be drawn from all correct 
entries received on or before 17th December 
1987 


HOW TO ENTER 

Write your name and address on a postcard 
(preferably) or on a plain sheet of paper 
and alongside write the numbers of the 
questions above with your answer 
alongside. Just send it to BOND 
COMPETITION, PAGE 6, P.O. BOX 54, 
STAFFORD, ST16 1DR. Closing date is 
17th December 1987. 


3ZE 


Page fi - Ii5uc M) 11 











































* 




Renders 







1 


COMPUTER 
GAMMON - BUGS 
SOLVED? 

Dear PAGE 6, 

Having read Dave 
Hitchens’ plea for help in 
‘Computer Gammon-The 
Bugs’, issue 29, I feel I may be 
able to shed some light on the 
problem. 

looking at the sample 
VBI code, there was no sign of 
a Cl .D instruction to set 
addition to binary mode. 

What was probably happening 
was that Basic was changing 
this mode continually thus 
causing inconsistent results 
from addition in the VBI 
code. 

The solution to this is to 
save the processor status 
register flags ul the start of the 
VBI and restore them before 
returning to Basic. You are 
then able to clear or set 
decimal mode within the VBI, 
as you require, without 
affecting Basic. 

The VBI code might read 
as follows: 

PHP ;Save Flags to stack 
CLD ;Set binary mode 

; VBI code required, 

PLP :Restore Flags 

JMP EXIT ;Return from VBI 

I hope this is of use to 
Dave, and if he specifies the 
problem with DLI’s a little 
more precisely, I would be 
glad to try and figure it out, 

Keith Mayhew 
Rayleigh, Essex 


MORE FOR 
CASSETTE 

Dear Sir, 

In the Letters page of 
Issue 27 you asked: ‘Is there 
enough call for a cassette 
based version of Revision C?\ 
There are still quite a 
number of us out here you 
know, who are solely cassette 
based! And it is annoying to 
find that so many listings are 
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for disk only. Apart from the 
time factor, surely the only 
real value of a disk drive is its 
search facility which is rarely 
used on home machines, 

I think that you should 
make a condition of 
acceptance that any program 
should be capable of storing 
on both disk and cassette. 
From the listings in your 
magazine it is obvious that the 
contributors are experts in 
their field capable of 
converting their program to 
both disk and cassette. Not so 
easy for the poor cassette 
based beginner, 

D.E.Fogertv 
Salisbury, Wilts. 

Point taken. Wherever possible 
we iry to ensure that programs 
accepted for publication are 
suitable for both cassette and 
disk but there are often cases 


where excellent programs, such 
as The 3-D Animator in this 
issue, are simply not suitable w 
run on cassette. This particular 
program reads in other sections 
of the program from a menu as 
required and also writes out 
individual files which are 
continually updated , This 
might just be possible with tape 
but it would be so cumbersome 
that I doubt whether anybody 
would actually be able to use the 
program successfully! We would 
not exclude a program front 
publication because it was 
written specifically for cassette 
and conversely feel that we 
should publish good programs 
even if they are only suitable for 
disk users. Don’t be 
disappointed, you should find 
several programs in each issue 
which will run on cassette and 
next issue we’ll put in that 
cassette based Revision C 
Basic! 


DOS MYSTERY? 

Dear PAGE 6, 

A minor query regarding 
DOS 2.5. 

I am constantly SAVEing 
programs, modifying, saving, 
etc. then deleting all the 
unwanted bits from the disk. 
Occasionally a program 
appears with a ‘ < ’ at one end 
of the filename and a * > ’ at 
the other. What is the 
significance of these two 
arrowheads? 

A. Golding 
Barnet 

These are nothing to worry 
about. They simply mean that 
either pari of, or ihe whole of, a 
program is stored in sectors that 
are numbered greater than 707, 
the enhanced density feature. If 
you booted up with a DOS 2.0 
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SAME OLD STORY 

Dear PAGE 6, 

I have just returned home 
after three years abroad and 
am disappointed, yet not 
really surprised, 10 find that 
the plight of the 8-bit Atari 
User is as forlorn as it was 
when I left. The absence of 
any software on the shelves of 
the high street shops* even in 
London* is matched by the 
non-existent hardware. 
Sinclair* Commodore* 

Am ^ t rad * etc.* are everywhere 
but no Atari* though there is a 
smattering of ST 3 s, 

I tried to purchase a 1050 
disk drive but was told, as was 
being reported in the press* 
that stocks had been sold out 
and a new double sided drive 
was expected soon at around 
£180. I also read that with the 
introduction of the Mega 
Ataris the basic ST is likely to 
be reduced in price whilst the 
XE is reportedly going up in 
price. 

It is clear that die XE is 
being overlooked yet again, 


presumably because ihe ST 
range represents bigger profit 
margins. The 8-bit market is 
basically mail order only 
where overheads are less* 
therefore your reporting of the 
'computer cowboys 1 is a 
valuable service* and I would 
like to relate to my own 'mail 
order cowboy' experienced 

Firstly, credit where it is 
due. I have found PAGE 6 to 
have the best public relations 
department I have 
experienced. Orders have 
been despatched promptly 
and queries always answered. 
This is not true of certain 
other publications whose 
organisation is appalling even 
if well meaning j or who do not 
bother to respond at all. 

The worst English 
company I have dealt with has 
been "Cut Price Software'* 
from Harlow* who have had 
my money for ten months 
without responding to any of 
my letters. A solicitors letter 
elicited a response that I had 
not responded to any of their 
letters explaining the 


problems (I have heard that 
excuse before)* and a promise 
to return my money 5 which 
they have not since done. I 
can accept that one letter may 
go astray in the post but not 
every one! I am currently 
taking them to court, 
however 3 they are no longer 
resident at their mailing 
address. 'Cut Price Software' 
are not the worst company I 
have dealt with however* that 
honour goes to 'White House 
Computer 1 , in America who 
have had my money for two 
years! Though the story is 
complicated it is true lo say 
that they have also ignored the 
considerable number of letters 
I have written to them with 
the exception of one. About a 
year ago l wrote a particularly 
rude letter questioning their 
parentage and they did write 
back. Guess what they said? 
Correct* they said I had not 
responded to any of their 
letters explaining their 
problems. Again a promise to 
return my money but no 
cheque. None of these errant 




















Write 


disk and requested a directory , 
the programs in the 1 < > 1 
would noi appear as DOS 2,0 
uses single density only. 

KILL THAT QUERY! 

Dear Les* 

I am writing a small 
program that needs quite a bit 
of input, and needJess to say 
all those horrible question 
marks make the display rather 
untidy. Is there a way of 
inputting without t he ?. 

P. Resuirata 
Baghdad 


This is something that puzzled 
almost everybody for years and 
many people will still tell you 
that it is not possible to get rid 



companies actually claimed 
they had sent the software 
which of course was the crux 
of the matter. If anyone knows 
an American lawyer willing to 
take on an open and shut case 
then I have all the evidence! 

If Atari is to survive 
particularly at the 
‘bottom/cheap* (8-bit) end of 
the market then companies 
handling their name have to 
be reputable and magazines 
like yours spread the good 
word. If there are too many 
Atari ^computer cowboys’ 
then people are only going to 
buy computers where 
software and hardware arc 
available off the shelf to 
minimise their risk. 

I have been taking PAGE 
6 from the first edition and 
have been impressed by its 
continuing to mature. I like 
the outspoken editorials a and 
reviews which give opinions I 
value, so more of the same 
please. 

Ray Pinches 
Teddington, Middx. 


of the question mark when 
prompting for user input 
without some complex 
programming. Bur it is possible! 
And it is easy! Just try the 
following lines 

10 DIM AS(1Q) 

20? "ENTER 
SOMETHING INPUT 

30 ? AS 

So just use INPUT #16 when 
you don't -want the ? but don*i 
ask me why I 


STOP THAT ST 
SCREEN 

Dear Sir,. 

As I am new to the ST 
and computing in general 
would you answer me a 
question? 

I have various demo disks 
that have a file called 
READ,ME. But when I load 
it to read* h whizzes down the 
screen and I don’t get a 
chance to read it! Sometimes I 
have managed to stop it by 
pressing a keys but by then 
half of the message has 
disappeared! What do I press 
so it is still at the beginning 
and then what do you press to 
make it move up a screen at a 
time? 

Patrick Olsen 
York 


The correct procedure for 
reading a text file on screen is to 
double click on the file and then 
select Show. If the file has been 
correctly stored on the disk ihe 
text should be shown one screen 
at a time t pausing each time 
with a f More ...' message* 
Hitting Return will advance the 
text one line at a time and the 
space bar will scroll another full 
screen into view , //you wish to 
quit back to the desktop Just 
press Q. That's how it should 
work but problems can arise as 


the result of the file not being 
properly saved in the first place 
or being formatted for 80 
column output and beitig read in 
low resolution which only has a 
40 column screen. The solution 
to the latter is simple Just 
switch to medium resolution and 
Show the file again. If it has 
been properly printed and 
formatted in 80 columns you 
should have no problems in 
reading it. If you still get the 
same problem , the only answer 
is to loa d the file into a word 
processor like STWriter and 
then PRINT it to disk rather 
than SAVE it. If you also set 
the right margin ft? less than 40 

should be able to read die 
file in low-res as well. 

VIDEO TITLES 

Dear Les* 

I have just purchased a 
Sony Video 8 Camera and 
have seen video magazines 
advertise "titling 1 programs for 
Amstradj Commodore etc_ ? 
for adding titles to your video 
programs. Do you know of 
any program to do this for the 
Atari? Or is there anyone out 
there who has the 'know-how 1 
to do it? 

H. W. Clark 
Barking, Essex 

Several readers have asked this 
over the years and the good 
news is that Datasoft have just 
started advertising an Atari 
XLjXE version of their Video 
Title Shop program . Hopefully 
this will be released in the U.K. 
shortly through the licensing 
agreement with U S. Gold but 
it should be available anyway 
from those specialist retailers 
who normally import American 
tides. 


AIN’T WE GOOD ... 

Dear Les. 

Having received my latest 
copy of PAGE 6 I feel that I 
must express my amazement 
at the quality and value for 
money. I compared Issue 29 
with Issue 1 and the 
improvement in the standard 
of the magazine itself* as well 
as the listings, is vast. 

I say that the listings have 
improved, but this is no 
criticism of Lhe early 
programmers. Indeed., 
because of them (and of 
course PAGE 6) Atari 
enthusiasts world wide have 
learnt and developed their 
skills. I would also like to 
thank you for publishing 
screen shoes of che listings. 

May PAGE b continue to 
give help, encouragement and 
enjoyment for years to come. 

Mr. AJ. Wright, 

Ipswich* Suffolk 

... SURE ARE! 

Dear PAGE 6* 

I am the newsletter editor 
and vice president of our local 
users group. We've received 
two issues of PAGE 6 as 
exchanges and to be quite 
honest, it is probably the best 
8-bit Atari publication in 
existence. The type-in 
programs rival many 
commercial programs and the 
amount of information 
presented is excellent. 

Thanks for an excellent 
magazine and if there is 
anything we can do for you 
here in the States, don^t 
hesitate to ask, 

Gordie Meyer* 

Midwest Atari Group - Iowa 
Chapter, 

Ames* Indiana* U.S.A. » 


Got anything Interesting to talk 
about? Or some questions to ask? Or 
some tips to pass on? Write to 
Readers Write, PAGE 6, P.O, Box 
54* Stafford ST16 1DR 


Page 6-Issue 50 13 








Httventure | 





No.19 


(INSLINGER 


North American history is a fascinating subject which is 
liberally sprinkled with potential scenarios for the budding 
Adventure writer. An imaginative author could draw from the 
diverse cultures of the various Indian tribes* their battles with 
the land and their battles with each other. These tribes 
included the Nez Perce* Shoshoni and Ute of the Rocky 
Mountains* the Assiniboin, Hidaxsa and Mandan from near 
the Great Lakes; the nomadic Crow* Sioux* Arapaho* 
Cheyenne, Kiowa, Comanche and Apache of the Great Plains* 
the Osage* Shawnee* Cherokee, Seminole* Choctaw and 
Chickasaw of the south and dozens of others. 

Following the Spanish invasion, and the later expansion of 
the white man* there were numerous territorial conflicts such 
as those between the Spaniards and the Comanches in the 
south-west, the British* French and Provincials around the 
Great Lakes, the War of Independence* the War of 1812 and 
the Mexican War. Perhaps a more inspiring era for 
Adveniures is that of the first great explorers such as Lewis 
and Clark* the mountain men such as Smith and Bridget, the 
early settlers (or sodbusters as they were known) and the 
horrors of the slave trade 

As the nation grew, it saw the emergence of ihe 
steamboat, the gold rush of 1849, tire Stagecoach Age, the 
short-lived Pony Express, the Civil War, the construction of 
the great transcontinental railroads and the growth of the 
cattle industry which gave rise to the cowboy as a national 
figure. Then there’s the Wild West! 

The Wild West is usually taken to mean the 
trans-Mississippi West from 1865 to 1900. Strictly speaking, it 
wasn’t as 'wild’ as some of the earlier periods, but it had its fair 
share of violence and lawlessness. This is the period that is 
famous for outlaws, lawmen and vigilantes, gambling, 
gunfights and necktie parties which adorn the movies of 
Hollywood, 

Despite the rich source of ideas, there are very few 
Adventures which take advantage of North America’s 
colourful history . The only two that come to mind are Scott 
Adams’ ‘Ghost Town’ (Adventure International) and Peter 
Kitsch’s ‘The Dalton Gang’ {SoftSide Adventure of the 
Month). Now, at long last, Datasoft has come up with a ne 
Adventure lifted straight out of Holly wood’s Wild West. 

(I ff»E REVli» mWf. 

Gunslinger is an illustrated Adventure developed by 
Imagination Development Systems (whoever they are) and 
distributed in Australia by Intellicreations under the Datasofr 
label. U.S. Gold will be releasing a disk version in the U.K. in 
October so it should be widely available by the time you read 
this. 

It would appear that Gunslinger was originally written for 
the Apple II. This is probably a good sign as Apple 
Adventures tend to be top notch. The game has since been 


Garry Francis ventures as far as 
he could possibly go from his 
native Australia - to the Wild Wesf 
where he discovers fact and fiction 
in an adventure ideally suited to 
beginners 



w/. 


translated for the Atari XL/XE and the Coldsorc 64. The 
Atari version comes on three double-sided disks! That's a lot 
of Adventure! 

In Gunslinger* you play the role of Kip Starr* a former 
Texas Ranger who has to rescue his old pal James Badland 
from the hangman ^ noose. The Texas Rangers mere raised 
when the Texas Revolution broke out in 1835 and were active 
until around 1890, They were famous for their courage * 
determination, endurance and leadership. 

HOLLYWOOD CLICHES 

In your search for James, you will encounter all the 
Hollywood cliches that you can possibly imagine. There*s 
everything from deserts ? prairies and rivers to an underground 
mine* an Indian camp and a U S- Cavalry fore. There*s also 
three towns, each with a mixture of buildings lifted straight 
out of a John Wayne movie. There's a barber shop, a general 
store* a trading post* a stagecoach office* a blacksmith, a stable s 
banks, hotels* saloons, gaols and much more. Your 
transportation from place to place includes a mule* a horse* a 
canoe* a runaway mine car* a stagecoach and a train. Whew! 
But wait! There's also a crooked poker game* a fight on the 
roof of a train* Ehree potential hangings (one is James' and two 
are yours!) and the inevitable gunfights. And while all this is 
going on, the six Dalton brothers are out to gel you! There are 
six Dalton brothers in the game, but only three are introduced by 
?iame - Jessie, Horace and Luke r The names are fictitious, 
although they may be inspired by famous gunmen of the period 
such as Jessie James and Luke Short . Horace is a mystery unless 
it is a corruption of Hoss . f'What were the names of the three 
Cartwright brothers in Bonanza?) The selection of Dalton as a 
surname is unfortunate as it causes confusion with the real 
Daltons - Bob, Emmett and Grauori . The real Dalton brothers 
formed a gang in 1890 and were gunned down by the local 
townspeople when making the first attempt to rob two banks 
simultaneously at Coffeyvilh, Kansas in 1892. Only Emmett 
survived and he served 15years in prison. 
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SEVEN SCREEN WINDOWS 

After you’ve booted the game and been through the 
obligatory titles, you get your first glimpse of the unusual 
screen layout. The screen is divided into seven windows. The 
three in the top left comer give you a brightly coloured picture 
of the current location, cute little pictures of any visible items 
and a one line description of the current location. The 
graphics are quite good. 

The window at the bottom of the screen is where you type 
your commands and get the program’s responses. The unusual 
part of the screen layout is the windows in the top right 
corner, The main one shows you a list of 13 verbs. You can use 
a joystick, to move through the verbs until the one you want is 
highlighted, then press the joystick button and it appears in 
the bottom window' just as though you had typed it from the 
keyboard. If the verb you want isn’t shown, you can use the 
joystick to page up and down through the rest of the verbs. 
Once a verb is selected, the nouns appear automatically. This 
is followed by pronouns, then back to nouns. You can also 
view verbs, nouns and pronouns in a different order if you 
w'ish. You can terminate your command at any time by 
highlighting the ‘CR’ and pressing the joystick button. 

One notable omission from the vocabulary' is the compass 
directions which are normally used to move about in a game. 
Movement is achieved by placing the cursor in the bottom 
right hand corner of the picture of the current room. When 
you do, a compass appears. Highlight the direction you want 
to go and press the joystick button. Hey presto! 

This whole concept is not new, I’ve seen it on ST games, 
but it’s a novelty' on 8-bit machines. Unfortunately, it is 
horribly slow and cumbersome to use, I don’t think a normal 
person could use it for very long without going mad, but it 
may be of some use to disabled people who can use a joystick, 
but can’t use a keyboard. The bottom line is that you can use 
keyboard only, joystick only or a combination of both, The 
choice is up to you. 


After experimenting with all the controls, you can get into 
some serious Adventuring, You’ll find that the game is quite 
pleasant to play. It has a small, yet adequate vocabulary and it 
always tells you when a word is not understood or if you’re 
using it in the wrong sense. The puzzles are all relatively easy, 
but some require a hell of a lot of trial and error. These are 
usually situations where you die if you make a wrong move, so 
frequent game saving is the order of the day, 

The game has a few minor bugs (don’t they all!), but 
nothing really drastic. There were at least three situations 
w'here a word began with a lower case letter rather than upper 
case (or vice versa), but otherwise the spelling was 
excellent...providing you speak American! A few of the 
American spellings that cropped up were fiber instead of fibre, 
ax instead of axe, center instead of centre and jail instead of 
gaol. Also Goldy Locks should have been spelt Goldilocks and 
ok should really be O.K. or okay, but this is nit-picking. More 
important perhaps were the two occasions when the mule was 
called a donkey, Oh dear! The poor creature! A mule is actually 
a cross-breed between a horse and an ass (or donkey, depending 
what country you live in) used as a beast of burden and is usually 
sterile . 

My only real complaint is a lack of coherence. When 
playing the game, I had an uncomfortable feeling about it, but 
I couldn’t place my finger on it at the time. It was only while 
doing research for this article that I suddenly realised what 
was wrong. The authors have deliberately incorporated all the 
Hollyw'ood Wild West cliches that they could possibly think of 
without giving any consideration to authenticity. As a result, 
we have a blend of fictitious characters using the names of real 
people, real events that have been distorted to fit a fictitious 
story, a dubious time scale and geography ranging from 
Canada to Mexico, This is a personal grudge and most people 
wouldn’t even notice it, but it makes for interesting discussion. 
Some of the more interesting points are printed in italics 
throughout this article. 

Overall, I thought Gunslinger was a thoroughly enjoyable 
game. It’s fairly easy to play and would probably suit a 
beginner providing he or she exercised a little patience and 
saved the game frequently . 

GAME PLAYING STRATEGY 

The first location in Gunslinger has you stranded in the 
blazing hot desert beside your dead horse, Even before you’ve 
got time to read the caption, a lone horseman appears over the 
horizon and gives you a ride to Dawson City. It is here that 
your Adventure begins. The only Dawson City that 1 know of is 
the one at the fork of the Klondike and Yukon Rivers in 
Canada’s Yukon Territory, Dawson was the local boom town 
during the last great gold rush in the freezing winter of IS 98 - not 
exactly a desert! If this assumption is true, then it sets the period 
at no earlier than 1898. This places ii right at the end of the Wild 
West era, which fits in well with the rest of the game. 

Dawson is an interesting little town. It is full of colourful 
characters and all of them are willing to talk to you, You can 
get a trim and a shave ai the barber shop, buy something to eat 
at the general store or take a shot of whiskey at the saloon. 
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Unfortunately, none of these actions are very helpful in getting 
you to Mexico to rescue James from the hangman's noose. It’s 
a 1-o-n-g walk from Canada to Mexico, so maybe you should 
find some transportation. If only you had enough money! 

What about trying your luck at the poker table? The popularity 
of poker it a Hollywood myth. The most popular card games 
amongst frontier gamblers were actually Faro and Monte , 

Aha! Your first encounter with one of the Dalton 
brothers. Can you beat him at poker and live to tell the tale? 

The solution to this problem is typical of all the major puzzles 
in the game. You must do exactly the right thing at exactly the 
right time or you’ll get killed. A lot of trial and error and 
careful timing is in order. You’ll only find the correct sequence 
of moves by dying a few times, so make sure you save the game 
first. If you need a him, check the instructions that came with 
the game and the excellent artwork on the packaging. 

If you play your cards right at the poker table, you should 
find yourself with enough money to buy a stagecoach ticket. 

The stagecoach seems a little out of place in the Yukon. Not only 
is the terrain unsuitable for stagecoaches, but the Stagecoach Age 
had come and gone £>y 1898. 

Unfortunately for you, your trip is not without incident. 
True to Hollywood style, the stagecoach is attacked by bandits 
and you are shot before you reach your destination in Carson 
City, Nevada. When you awake, you find yourself in a dried 
out riverbed on side B of the disk. Your wounds have 
miraculously healed, but all your belongings are gone. You are 
probably somewhere in California, for there is an old Spanish 
well and an abandoned mining town nearby. The town’s only 
inhabitant is a weather-beaten old prospector who owns a 
sluice box and a mule. The sluice box could come in handy, 
but it’s the mule that attracts your attention. After all, it’s still 
a long way to Mexico! 

Unfortunately, the grizzled old prospector is not about to 
relinquish his precious belongings, at least not unless you've 
got something valuable to offer. Perhaps a search of the town 
is in order. 

The town contains a range of deserted buildings and a few 
seemingly useless objects, but nothing to offer the old 
prospector. If you follow the road north out of the town, you’ll 
discover a sealed mine entrance, but try as you may, you can’t 
get in. If all seems lost, go to the other end of the town and 
give some thought to this... When is a dry river bed not a dry 
river bed? The answer is crystal clear, I’m damn sure of it, 

Entering the mine takes you to disk C. I’d suggest you 
ignore the mine car for the moment and explore everything 
else first. You should find a few useful objects including 
something that may interest the old prospector. When you’re 
satisfied that you’ve been everywhere, hop in the mine car for 
the ride of your life. Actually ‘life’ may not be quite the right 
word lo use! This is another situation where you will probably 
get killed off a lot while trying to find the right combination of 
moves. 

If you survive the mine car incident, you’ll soon find 
yourself on a ledge overlooking the ghost town at one end and 
an Indian camp at the other. The Indian camp is inaccessible 
at the moment, but at least you know where to head next. In 
the meantime, it’s back to the ghost town to barter with the old 
prospector. 

Darn it! He still won’t part with his mule. You’ll have to 
find something more valuable. But what? Diamonds? Silver? 
Gold? Gold! Of course! A little prospecting and a little more 
trading and you should find yourself mounted on the 


prospector’s trusty mule, ready to venture into Indian 
territory on disk D, Three disks down and three to go, but the 
hardest is yet to come! 

The mule cannot take you beyond the Indian camp, so it’s 
time to look for another means of transport. The Indians are a 
peaceful lot, so you can explore the camp unhindered. Aha! 

The river looks promising, but there’s only one canoe and it’s 
not yours to take. You might be able to trade with one of the 
Indians, but which one owns the canoe? T ry talking to them 
all and you’ll soon be directed to the canoe’s owners. But what 
can you offer them? I hope you were thorough in your 
exploration of the ghost town because there’s no going back! 
The instructions and artwork may be useful here. 

Before you know it, you’ll be peacefully drifting down the 
river in the canoe. Oh, oh! There’s Horace Dalton! And he’s 
pointing a gun in your direction. You’d better think fast and 
act fast. I don’t think he’s here for the DUCK shooting! 

Even if you avoid getting shot, the next move finds you on 
the brink of a waterfall. Sheesh! Talk about out of the frying 
pan and into the fire! The box artwork provides a solution for 
the third and final time. 

If you survive the waterfall, you’ll find yourself in the 
middle of a prairie somewhere on disk E, There’s a U.S. 
Cavalry fort nearby, but none of the soldiers are particularly 
friendly. As a matter of fact, if you hang around For too long 
they throw you in the stockade for conspiring with the 
Indians. After 4 moves, the guard peeks in and gives you your 
last meal. Things don’t look real promising! After 12 moves, 
the guard gives you a cigarette and after 20 moves, you get 
dragged off to the gallows. (I knew smoking was a health 
hazard, but this is ridiculous.) 

When you’re first thrown in the stockade, all your 
belongings are taken except for what you’re wearing. It’s 
possible to escape from the stockade, but you must do so with 
only the items you find after your imprisonment. Timing is 
also important. If the guard bursts in at the wrong time, you’ll 
be killed straight away. IF you break out too early, you could 
miss our on an important item. 

If you manage to escape, you’ll find yourself on top of the 
fort’s wall. However, the alarm has been raised and soldiers 
are closing in from all directions. The only escape route is 
down, but it’s too far to jump and survive the fall. Did you 
explore the fort before you were captured? If not, restore a 
saved game and go back to the warehouse. Here you’ll find an 
item which may help your escape attempt. All you’ve got to do 
is to somehow smuggle it into the stockade without it being 
taken from you! 

After you escape from the fort, the soldiers continue to 
close in on you. The only way to escape them is to burn your 
bridges behind you (so to speak) and run like blazes. If you 
don’t waste any moves and you don’t run straight into the 
soldiers' arms, you’ll get a chance to jump aboard a moving 
train before the soldiers can catch up. 

Even if you make it to the train, there’s no time to rest. 
Seconds later, the train comes to a screeching halt and the 
bouncer searches the boxcars to make sure there’s no 
freeloaders, If you hang around, the bouncer will surely find 
you and beat your brains out with liis billy club. The only 
alternative is to try and hide, but this brings you face to face 
with Luke Dalton. Not much of an alternative is it? Timing is 
crucial once again, but if you can survive the encounter with 
Luke, you finally get a chance to rest. 

Hours later, the train pulls in to the station at Tijuana. 
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STRATEGIC PLUS SOFTWARE 

Dept. P6 
P.O. BOX 8 
HAMPTON 
MIDDX. TW12 3XA 


STRATEGIC 

PLUS 


SOFT WAR E 


ATARI 800XL/XE SOFTWARE 


AutoDud (Origin UK) £19,95 

Gettysburg {SSI) £29,99 

Battlecruiser (SSI) £29,99 

Fhantasie (SSI) £19,99 

Imperium G a lac turn (SSI) £35,00 

Con flict in Vie tna m (Mi croprose) £ 19.95 

Colonial Conquest (SSI) £24,99 

Wargame Construction Set (SSI) £19.99 

War In Russia (SSI) £29.99 

Wizards Crown (SSI) £19.99 

Rebel Charge at Chickamauga (SSI) £24.99 
The Eternal Dagger {Wizards Crown II) 
(SSI) £19.99 


PRICES INCLUDE VAT AND P&P 


ATARI ST SOFTWARE 

Fligh t Simulate r II (S ub - Lo gic) £42.00 

Flight Simulator Scenery Disks 
Nos. 7 & 11 (Sub-Logic) EACH £20.00 
Colonial Conquest (SSI) £29,99 

Ultima IV (Origin UK) £24.95 

Great Battles (Royal Software) £35,00 

AutoDuel (Origin UK) £24,95 

Gridiron (Bethseda) £43.00 

Micro League Baseball II (MLSA) £49.00 

Tracker (Rainbird) £22.95 

Knight Ore (Rainbird) £19.95 

Breach { Omnitre nd) £3 5.00 

Empire (Internet) £43,00 

COMING SOON 

Universal Military Simulator (Rainbird) 
Dungeon Master (FTL) (ATARI ST) 



Telephone: 01-979 2987 

SEND ONE POUND FOR OUR LATEST SOFTWARE CATALOGUE 
(REDEEMABLE WITH FIRST ORDER) 



Tijuana is on the west coast of Mexico, immediately south of 
[ho border with the U.S.A. It is here that Janies Badland is to 
hang. 

Leaving the train takes you to disk F. From the train 
station it is a short walk through the desert to the streets of 
Tijuana. A quick exploration of Tijuana reveals its Spanish 
influence including an archway, a cantina, a cathedral, the El 
Banco Nacional and the local lockup where James is 
imprisoned. If your attempt to rescue James is to succeed, 
you’re going to need a lot of careful planning and, of course, 
the usual experimentation and game saving helps. I’d suggesL 
you pay James a visit and have a talk to him before you try 
anything. This at least gives you access to his horse and rifle. 

When the bell starts ringing, you know that the end is 
near. James is taken to the gallows and a crowd gathers near 
the central plaza. When the bell stops ringing, James will be 
hung. Timing is crucial, You have to save James before the 
bell stops ringing. Maybe you could position yourself 
somewhere that gives you a good view of the gallows and use 
your Texas Ranger marksmanship to cheat the hangman of his 
quarry', (Just be careful not to shoot James.) The bloodthirsty 
mob will not take kindly to this move and you’ll have to act 
fast to ensure your own escape, The secret is to have 
everything planned in advance. 

The very last move of the game turns out to be a real 
disappointment as the program takes over and everything 
happens automatically. In one move you save your own skin, 
snatch James from the gallows and together you ride out of 
town. 


The game should end at that point, but it pushes the 
friendship by extending the automatic scenario so that after a 
two day ride, you and James find yourselves at the O.K. Corral 
in Tombstone, Arizona. The game finally ends as you gun 
down the three remaining Dalton brothers (despite the fact 
that you have only one rifle between you!). The shootout at the 
O.K. Corral 1.5 the most notorious in the history of the Wild West. 
It occurred in October 1881 when Virgil, Wyatt and Morgan 
Earp and a gambler friend known as Doc Holliday (from his 
profession as a dentist) exchanged gunfire with four local 
cowboys, Ike and Billy Clanton and Frank and Tom McLaitry. 
Virgil and Morgan Earp and Doc Holliday were wounded during 
the foray. Billy Clanton and both the McLaury brothers were 
killed. Only Wyatt Earp and Ike Clanton escaped unscathed. 

NEXT ISSUE 

Well, so much for Gunslinger, Next issue promises to be 
another interesting one. If all goes well. I’ll be taking a look at 
The Neve rending Story - the book, the movie, the Adventure, 
I’ve been looking forward to this one for a long time. See you 
then. 

Garry Francis 
26 Baringa Ruud, 

Earl wood, 

N.S.W. 2206 

Australia - 
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TURBO 

BASIC 

More Graphics 

by Gordon Cameron 

One of the advantages of Turbo Basic is its speed. You 
tan achieve great demos which would not be at all effective in 
Atari Basic, This one from Gordon Cameron uses colour 
cycling to achieve a fine animated effect and is a good example 
of how the structure of Turbo Basic can be very different from 
ordinary Atari Basic. 

Take a look at how procedures are defined for the three 
main parts of the program and the use of unique Turbo 
commands such a& DO* LOOP and REPEAT within the 
PROCedures, Another feature is the use of labels m certain 
lines. Check line 1550 which draws a border around the 
screen ? for a good example of how a program can be more 
easily understood. What could be easier when drawing a 
border than saying go along, down, back and up? One thing 
that Gordon did not do was to renumber the program. One of 
the reasons for having labels and being able to GOTO a label 
is that a program can be renumbered without having to worry 
about whether variables have been used for line numbers.. 


YOU CAN DO THIS! 

So there’s another example of Turbo 
programming. Can you do better? We*ll pay you £20 for 
a good example of Turbo programming. It must use the 
features unique to Turbo and be well structured and it 
must fit on one page. Please also include a brief 
explanation of the program. Anything will do, but try 
and make it different! 


WHAT IS TURBO BASIC? 

Turbo Basic is a new Basic language for the 
Atari originally published in the German magazine 
Happy Computing who retain the copy right but 
have released the program to the public domain. It 
adds over 60 new commands to Atari Basic? runs 
three to five times as fast? is totally compatible with 
Atari Basic and comes with a compiler to compile 
any Atari BAsic or Turbo Basic program to run at 
machine language speed- Fwu should 1 be able to get 
a copy from any source of Pubtic Domain so ftware 
such as your local user group or the PAGE 6 
Accessory Shop. 


cue 

FU 
AK 
& V 
KK 
OP 
MM 
off 


HLH MWWXK) 
IftEM * 

REM * 


imhkmh i 


turbo-basic DEMO 
by G . CdHCTOn 

REM *-—--— 

REM * FACE 6 MAGAZINE 


■K 
M 

----** 

EHGLAND * 


RF M HMXWWWWWWWXXXWMHHJtMMWMMMMWXXX 
REM 

X —40SY-M:Z-3BlC=4tC0NST=S4 
5F 10 EXEC PfifttLCIRCLES 
OZ 15 EXEC DRAW-BORDER 
QA 20 EXEC ROTATE_CDLOUR5 
VR 30 END 

HZ 40 —--- 

CX 100O FROG DRAW-CIRCLES 


VN 1010 
JD 1020 
T A 

MB 1035 
FP 1033 
RQ 1040 
XT 1050 
FH 1055 
MM 1O&0 
IN 1070 
HK 1PB0 
DI 1005 
MH 1030 
AU 10?5 
JZ 1100 
+10 

ZB 1105 


GRAPHICS 10 

FOR A-0 TO 4:5ETC0L0R A f 0,0:HEX 
00 

COLOR C:C0UNT-Z-C 
00 

CIRCLE X,Y.COUNT.CON5T 
CCUMT-C0 U N T — 5 
IF COUNT <0 THEN EMIT 
LOOP 

C=C+1■IF 6 = 0 THEN EXIT 
LOOP 

COLOR 4:PLOT XjOsDRAWTO H,I&6 
FOR C-10 TO 1 STEP -I 

COLOR CC/23+33 CIRCLE H,V,34,C 


NEXT 6 
YH 1110 EN&PROC 

XK 1120----- 

UF 1500 PROC DR AH._,BORDER 

FK 1510 X-4!Y = 0:C = 4 S FLAG-1 i PLOT X,Y 

LO 1520 DO 


NY ±S30 
TU 1550 
P 

UI 1552 
LU 1S5S 
TN 1557 
MX 1S00 
AU 1570 


COLON C 

ON FLAG GDW ALONG, DOW, 0ACK , U 

EXIT 
tt MARK 
DRAHTO X j Y 

C-C+l;lF C = S THEN C-4 
LOOP 


IN 1580 EHDPROC 
VN 15^0 —- 


CH 1600 
VH 


n ALONG 


1602 X-X+2:IF X>=75 THEM GOB FINISHED 
J5 1004 GOtt MARK 
AR 1010 ft DOWN 

FK 1012 Y—Y+4 :IF Y>=18B THEN GOB FINISHED 
JU 1014 GOB MARK 
MJ 1620 B BACK 

HE 1622 M-M-27IF M<-4 THEN GOB FINISHED 
JV 1024 GOB MARK 
SA 1030 U UP 

MK 1632 ¥ — ¥-'4 : IF Y< = 0 THEN GOB FINISHED 
KB 1634 GOB MARK 

YU 1636 —-------- 


OR 1640 

IK 


B FINISHED 
1645 FLAG-FLAG*! 

JR 1650 GOtt- HARK 

VH 1655 ----- 

PS £000 PROC ROTATE-COLOURS 
DO 

CYCLE=4 
REPEAT 

COLNO-0 


LC 2010 
MO 2020 
RP 2030 
CA 2040 
RF 2060 
KM 2060 
UG 2070 
HU 7000 
DX 2000 
Od 2100 
RU 2105 
HR 2110 
MY 2115 
A £ 2116 
22 2120 


REPEAT 

LUM- fEGLN0FCYCLET*Z + 6 
IF LUH>14 THEN LUM“LUM - 1 =0 
SETCOLOR C0LNO ? 1,LUM 
COLNO=G0LN0+1 
UNTIL C0LN0>4 
CYCLE=CY0LE-1 
UNTIL CYCLE<0 
KEY- EPEEK ES3270J <>71 
IF KEY THEN EMIT 
LOOP 


Y0 Z130 FNDPWOC 
XR 2140 - 
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Champagne Suite, Novotel, 
Hammersmith, London W6 



I0am-6pm Friday November 20 
10am-6pm Saturday November 21 
10am-4pm Sunday November 22 

The record-breaking Atari User Show is back 
- with three action-packed days devoted to 
the ever-expanding Atari market 

* Try out the very latest UK and US 8-bit software 

* See the full ST range, including the new mega-ST 

* Snap up the never-to-be-repeated bargains 

★ Expand your system with powerful new add-ons 

★ Get helpful advice from Atari User’s own experts 

★ Experience the fascinating world of communications 
... and much, much more! 



This is the one show you mustn’t miss! 


Pemi to: Atari User Christmas Show Tickets, Emopa Bow, 
Chester Read.Ea;rel Gt^ve, Stc^kpoit SKJ SNY. 


Send for 
your advance 
tickets now 
- and SAVE 
£1 a head! 




FSesse supply 

□ Adult tickets at £2 (save £ ]) £ 

D Undei-16s tictetsai £ I £$ave£l). . . £ 

Total £ 

□ Cheque enclosed made payable to 
Database Publioalions Ltd. 

o Please debu my credit card account 
Access / Visa 



Admission at door 
£3 (adults). £2 (under iSs) 


ticket order* must 
be received by Wednesday* 
Nov«nh«t IL 



Champagne Suite, Novotel, 
Hammersmith, London WS. 
November 20-22, 1987 


Name 

Address 


■Signed 


PHONE ORDERS: Rin^ Show Hotlin#: 061400 01J1 
PRESTEL ORDERS: KEY THEN 614H83BJ . 

MICROLINK ORDERS: MAIL BOX 72:MAGilO 1 A * 1U 

Please quote credit card nurnb&r and full address * address 








































=TUTORIAL SUBROUTINES 

3. HIGH SCORE 
SAVE 


by Ian Finlayson 

Many games for your computer have a high score feature 
to ensure you play again and again to try an improve on your 
previous performance, but few games will remember your 
high score from one playing session to the next. The 
subroutines which follow will allow you to add a high score 
save feature to any Basic game. Before going any further I 
must first sound a warning - as the subroutines will write to 
your tape or disk do not add them to your original program, 
work on a copy! 

FORCED READ MODE 

The technique used is called ‘Forced read" and is a very 
powerful feature of 8 bit Atari computers which allows a 
program to modify itself by automatically writing program 
lines on the screen and then reading them as if they were typed 
in manually. The forced read mode is used here to change line 
31210 so that the variable TT7 is set equal to the highscore of 
your completed game. In a more complex application one of 
the early graphics programs for the Atari called Drawpic used 
this technique to store pictures by first transforming the screen 
data into AT ASCII characters in a long string and then 
adding the siring to the program by using forced read. 

THE SUBROUTINES 

Two subroutines are required for the high score save. The 
first is very short, only two lines - 31210 is the line which will 
be modified and 31220 will set HIGHSCORE equal to the 
saved variable at the beginning of a game. You will have to 
change the variable name that I have called. HIGHSCORE to 
the name that is used to store the high score value in your 
game program - 

The second subroutine is the one which rewrites line 
31210, As this also saves the game I have included versions for 
tape and disk. Keep line 31270 for use with disks or 
alternatively delete line 31270 and remove the REM from lines 
31280 and 31290 for cassette use. 

SUBROUTINE ANALYSIS 

The first subroutine requires no explanation but 1 will 
expand on the second- When we call this subroutine game play 
is over and we wish to save the game complete with the new 
high score. 

Line 31230 - In this line we check to see if the new high score 
(HIGHSCORE) is better than that saved last time (TT7). If it 
is not there is no need to save it and the subroutine returns 
immediately to the main program. 

Line 31240 - First select Graphics 0 to allow the required text 
to be written to the screen. This is necessary 1 as most games 


In the third of our Tutorial 
Subroutines Ian Finlayson 
provides a means of saving high 
scores in your program — not just 
for one game but as part of the 
actual program 


will be in other graphics modes. Then move the cursor down 
three lines and print line 31210 showing the variable TT7 
equal to the new 1 value of HIGH SCORE - 
Line 31250 - Move the cursor down again and print “CONT” 
Line 31260 - Put ihe cursor back to the top of the screen. Poke 
842 with the value 13 to enable forced read mode and STOP 
the program to start the forced read. At this point the 
computer will scan the screen and implement what is there; so 
it will read the new line 31210, including it in ihe program, 
and then read the CONT command which restarts the 
program at line 31270, If you use this technique in your own 
programs remember to Leave a blank line or two before the 
“CONT” statement or the forced read will sometimes skip 
over it and go into an endless read which can only be stopped 
with the RESET key. 

Remember also that the program will restart at the line 
after the line where it stopped; any further statements after 
STOP in this line would be missed. 

Line 31270 - POKEing 842 with 12 disables forced read, 
otherwise the computer will try to read the screen again next 
time the program is stopped (e.g. at the end, after the game 
save). Next we save the game back to disk complete with the 
new line 31210 and high score value. 

Line 31280/90 - These lines replace 31270 for cassette users. I 
have included a prompt to rewind the cassette as this is often 
forgotten when your game is loaded initially. 

If you do not want to return to the main program to 
finally exit the game then replace RETURN in line 31270 or 
31290 with END. 

USING THE SUBROUTINE 

To use the high score save you will have to add two 
subroutine calls to your game program. The first will be 
GO SUB 31200 which must be in the initialisation sequence of 
your game. If your game program contains a statement which 
gives an initial value to your HIGHSCORE variable this 
GOSUB should replace it. The second will be GQSUB 31230 
and this should be near the end of your program after a 
prompt such as “PLAY AGAIN? (Y/N)” so that you only 
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MK 3113? REM *W 


PAGE f> ** 

** SUBROUTINE TUTORIAL ** 
** SAVE HIGH SC0HE5 ** 

mwhkhh hh hmmmkmmhhhmhkhhmm m k 

** FIR5T TO GET HTGH5C0HE** 
KKMKKMMKHKIlKUKUKKIimiKMKIDlXB 
31210 TT7=0 

31220 HTGHSCORE=T T7!RETURN 
3122? HEW mkhnmhkwmkkmkmmkkmmh w wwhxkk 
** REWRITE LINE 31210 «» 

n w nkww i cwxkwwknxhhn h wwmnmmnn 
31230 IF HJGH5C0RE<=TT7 THEN RETURN 
31240 GRAPHICS Bl? J? !? “31210 TT7“"J 
HIGH SCORE 

31256 ? : ? !? "CONT" 

31260 POSITION 2,0 SPOKE 042,13:STOP 
31270 POKE 042,12ISAUE "D;GAME";RETURN 
31200 POKE 042,12 i 2 "ft * J. 4 REMIN D TAPE": 
7 :? "PRESS riragililij rJTjVi AND THEN £3aiU3 

□";? :? "TO SAVE GAME AND HIGH SCORE" 

31250 REM CSAVE:RETURN 


TS 31200 REM 


QV 

tie 

WH 


LI 

DU 

IM 

MK 

ID 

HO 


YM 


save rhe game and highscore when you have finished playing 
and not after each game. 

ALTERNATIVE HIGHSCORE SAVES 

You can try other ways of saving your high score value. 
This is quite easy to do with the direct file access of disks, but 
the problem is greater with cassette tape because of the 
sequential nature of records. One way of shortening the time 
to save the high score would be to LIST “C:”,3l2lO, This 
would save only the line which has just been rewritten. You 
can then use forced read for an ENTER C: command near the 
beginning of your program and the whole will run 
automatically, but there will be a problem repositioning the 
tape to the end of the main game program after ENTERing 
line 31210 at the beginning of the game and before the LIST 
“C;”j312l 0 at end of play, 

I would be pleased to hear from anyone who develops 
further useful subroutines from those in this series, and from 
anyone who would like a particular topic addressed in these 
articles. If you want a personal reply please enclose a stamped 
envelope and I will try to w r rke back, My address is Ian 
Finlay son, 60 Rounds tone Crescent, East Preston, West 
Sussex BX16 1DQ, 9 



THE CASTLE OF 
CIRE-NAMPAHC 

A 100% machine code 
adventure 
by Eric Chapman 


To celebrate our fifth birthday issue, the Disk for this Issue mil have 
a special bonus on the reverse side - a 100%, machine code adventure that, 
is too tong to fit in ihe magazine. Remember this program is only avail¬ 
able on the Disk for Issue 30. Disk subscribers will receive ikeir copy 
automatically but you can purchase the disk separately for just £3 95. 
Send £3,95 to PAGE 6, P,0. BOX 54, STAFFORD, ST16 1DR and 
ihe Disk with all the programs from this issue AS'D r he bonus adventure 
wilt be on in way to you. 

THE ADVENTURE 

'The Castle of Cire-Nampahc 1 is a text adventure in the 
traditional style. It contains a large number of locations, numerous 
objects 10 be manipulated s and an extensive vocabulary. 

The primary object of the game is to escape from the castle, A 
secondary objective is to gain the maximum number of points (1000) 
in doing so. Points arc awarded for discovering valuable objects and 
eventually transporting them outside the castle, Points are also gained 
for Overcoming obstacles and for reaching certain strategic situations. 

The castle is not without its dangers of course, and though these 
arc not likely to be immediately fatal it is not advisable to collect too 
many bumps and grazes. All of the dangerous situations can be over¬ 
come by logical means, albeit slightly lunguc-in-cheek at times. 

PLAYING THE GAME 

At each stage you will be presented with a description of the 
location, followed by the request l What shall I do?*. Type a one or 
two word command, followed by RETURN. If the command is 
recognised it will be actioned and an appropriate response given. If 
the command is not understood you will be told so. You can type 
more than two words if you wish s if so, the first two words which are 
in the program's vocabulary will be taken to be the command. For 
example* L FGR PETERS SAKE GET THE WRETCHED LAMP!* 
would be understood as l GET LAMP'. 

Movement commands can be entered merely by the initial letter 
of the direction, i.c. Nforth), Sfauth), E<astj, W(est) s U(p) and 
D(owit). These commands can also be entered in full if you wish. 
Other useful commands arc;- 

INVENTORY - list the objecis carried 

SCORE - print the current score 

LOOK - describe the current location 

SAVE GAME - save the current status for future retrieval 

RESTORE GAME - restore a previously saved position. 

USEFUL HINTS 

To solve the adventure you will almost certainly need to make a 
map. Remember that passages can twist and tum 3 so that a move id 
the opposite direction to yuur previous move will not necessarily take 
you back where you came from. However there is no magic or other 
inconsistency in the game, so it can be solved entirely by logic. 

Watch out for dues which are given from rime to time. These are 
usually not obvious j but if you think about the reasons for some of the 
Statements, or the objects which are present, you may get some ideas 
for making progress. If a command is not understood* it may be 
worth rephrasing it. 

if you get stuck it is probably best to save your current position 
and leave the game for another day. Ii is fairly difficult to solve, so 
you will not complete it in one sitting anyway. Depending on your 
experience and perseverance;, ii will probably take several weeks or 
even months.. 

Remember, THE CASTLE OP CIRE NAMPAHC ia only 
available cm PAGE 6 Issue 50 Disk, 
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Letter Castle is what I would consider to be somewhere in 
between a game and educational software and the aim of it is 
quite simple. You are in ‘The Cellar* of the old Letter Castle 
and have to move all the way to ‘The Roof Garden’. This 
would be really simple if there was not a problem with the 
staircases. It is, of course, a very old castle and unfortunately 
most of the steps leading up have been destroyed during 
centuries of weathering, so to reach each floor you have to 
rebuild the stairs. 

Ail the steps required to rebuild the stairs are still there, 
but you cannot hang them up in the air, they have to be 
supported by something. Unfortunately you will not find any 
suitable construction materials for this task, however since you 
are in a ‘Letter Castle* you could most probably make use of 
the letters that are hidden in each floor of the castle. You have 
to find them, bring them to the staircase and place them in 
suitable places under the stairs. Why these places have to be 
suitable will be explained. It has something to do with the fact 
that the letters are not fust magic letters to fix the staircase but 
aho have to have a meaning. Once you have buitt up a 
complete staircase you can move to the next floor where you 
will face the same problems. The weathering, you know! 

Finally you will reach the top floor, unless yon gave up 
before, and then you will know how fast and clever you were 
in constructing the stairs. 

This is all I have to tell you about the aim of Letter 
Castle. Now I have to tell you how to play it. 


Hidden on various floors of an old 
castle are letter puzzles which you 
must solve to get to the top of the 
castle. Peter Ohlmeyer provides 
an original, thought-provoking, 
puzzle game that will challenge 
you for hours 


HOW TO PLAY 




I assume that the description given above was so 



V/l 


promising that you will undertake the formidable task of 
typing in the long listing. Before you start, have a look at the 
large number of ‘nonsense* DATA lines at the end of the 
listing and make sure that you are using TYPO 3 to check 
your work! You arc tucky, I could not use it when developing 
the program and the DATA lines! Quite frankly, I typed in 
the normal words and had a conversion subroutine do the job, 
otherwise I would still be busy correcting these DATA lines! 

Once you have typed in the listing and have checked it 
with TYPO 3, save a copy to disk or tape and the RUN it. The 
title screen will appear and as the program initialises the 
screen will change. After a short while you will see a short 
explanation of the game and you are asked to choose from 


1. CITIES 
5Sg|TATEf|M 

3. SPORTS 

4. ANIMALS 

5. PEOPLE 


Your choice will determine whether the letters required to 


reconstruct the stairs finally form a city or state, an animal 
name or a celebrity- There is something particular about the 
s of people. They may either be only the surname or a 
.bination of the first name and the surname. In the latter 
, no ‘space step’ is left between the names, e.g. Henry 
would read HENRYMQQRE when building new 

Your choice is made by pressing the appropriate number 
key and then play will commence. A screen will be drawn 
named THE CELLAR. You w ill see walls, stairs, an arrow 
and an information line at the bottom that displays from die 
left to right: the subject of your choice, the time left for stair 
construction, the letter you are actually carrying (once you 
have chosen one) and your actual score. 

PRACTICE FIRST 

Before you start to play seriously it is wise to have a 
practice run to familiarise yourself with the layout and 
objectives. You will find a funny little creature waiting to be 
moved with your joystick plugged into port one. Move him by 
pushing the joystick into the desired direction. You will not 
see any letters at first but passing over a letter field makes the 
letter automatically appear. When a letter appears you have 
two possibilities. You may either leave the letter untouched 
and move around to search for more letters or you can decide 
that you want to use the letter for the construction of the 
stairs. If so, move the little man over the letter and push the 
fire button on the juy stick. You hear a beep and the letter 
changes its colour to let you know when you return to the floor 
that you have already taken it. 

Once you have chosen a letter you must carry it to the 
staircase. Move the little man over the arrow and ‘THE 
STAIRS’ will appear on the screen. Let’s first try the ladders. 
Move up and touch the arrow in the top left corner. This will 
allow you to 'Give Up* the puzzle you are working on by 
pushing the fire button with the little man placed on the 
arrow. Your score is reduced by 200 and you will proceed to 


i-t 
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the next floor. Sometimes it is wiser to give up because if the 
time runs out you will proceed to the next floor but your score 
will be reduced by 250, 

Now go back down the ladders to where you came onto 
the screen and move straight to the right. You will reach the 
edge of the wall and just fall down. The only consequence is 
that you reduce your score by 50 points. You may choose this 
possibility for speed or use the downward ladder to reach the 
paths underneath the triangles marking the step positions. 
Assuming you arc carrying a letter, move the little man under 
the triangle where you want the letter to be placed and push 
the fire button. The step falls into its proper position and is 
held by the letter, 

GET SOME MORE LETTERS 

To collect more letters you leave THE STAIRS by 
moving over the arrow in the right comer. Now pick up a new 
letter and repeat the procedure of placing it in empty positions 
of the stairs. Once you have placed a number of letters you can 
check whether they belong to the puzzle word or not, Climb 
up the steps and the correct letters will change colour whereas 
letters not required will disappear and the triangles will 
replace them again. Upon returning to the floor screen, the 
correct letters are now shown underneath the floor's name. 

It should be explained that ‘correct' only means that you 
need the letter to solve the puzzle, it does not necessarily mean 
that the letters are already in their proper positions. 

Let us return to the floor screen and have a closer look at 
it. After placing a few letters you have to continue to find the 
letters and carry them to the staircase. I forgot to mention that 
only on the first two floors can you reach all rooms to collect 
letters. In the following two floors, one part of the castle is 
locked and you have to find the key first that will open the 
door. In the two remaining floors you have to find two keys 
before you can reach all the letters available. Each floor holds 
20 letters of which you need only 8 to 10 to solve a puzzle but 
once a letter has been checked correct and the same letter 
appears in another location on the floor you are highly advised 
to take it because it is definitely in the puzzle word. 

IS IT RIGHT? 

Now let’s go back to THE STAIRS. If you have managed 
to place letters in all the free places in the staircase, climb up 
the steps and cheek whether the door to the next floor will 
open. As you climb, correct letters will stay in their places 
while letters not required will disappear and the triangles will 
fall down again to indicate where new letters have to be placed. 
It is essential that you go all the way up to the steps in front of 
the door because if you return before you have reached the 
upper step, the triangles will remain in their position and you 
cannot place new letters, 

SOLVE THE PUZZLE 

Once you have found all the letters of the puzzle and 
checked them to be correct, you still have to check whether 
they are in the proper positions. Once all the letters are 
correct, a new ladder will appear and you are asked to 
‘CHECK’. Climb the new ladder until you reach the ‘Y’ 
before you start checking and then return to the stairs and go 
up until you reach the door. Letters that are already in the 


EI 1 BFM .■ i rfnhr i m i r-inminr i m MKNUjtwp. 

VY 2 ICH » LETTER CBIILE » 

Id 3 REH M by PETER DHLMEYER * 

JO 4 urn * ftHHAH, JOROAN m 

EC S REM m -—______„ w 

TZ ft REN * PftCE 6 MAGAZINE ’ EH&LANR * 
ED 7 REM 

HN H REH 

IB Nl=L;HZ=4lH3=3:H4=4»NE=5:NA^bEH7=7 3 

MB=a = I ; »13=L3 ; 

PZ 20 Nl*=19;H:U^70:N21=£liN3?=3:EtN*B=*6l 
SOTO 2.1.3B 

LK IB REH MflDE IN FLOORS 

IL 40 GOSUH lie : LOCATE (K-IM8J ZNO, CY-N3Z1 
/flbjZZtlF I2=JB THEN bUiUB 1380 
AK sa IF ZZ>36 AMR EZC123 THEN ^DIITJQM ( 
K-N4ai/N6 # C¥-H33rj^N8 it HMD; CHR$ tZZ + 128 

] r Gu I □ lHp 

XT be IE ZZOMJZ AND- EZOlPS AND EZOlft? 

AMD zz<22'5 THEM K=M-pk: y-Y-DY: Goto too 
u'ft 70 IF Lt THEN 70 

HH IPfl IE ZZ>22* THEM lr STBTQ CNUJ -M© THEN 
110 

JH OR If 2IS473 OR Zl-187 THEM Ad-|flO;GOlD 
1060 


HJ 1*0 CD^UO ISO;COT0 *0 

PI 110 P0MIIOM CK-*4B5XH0 P (V-U33!!✓**:? n 
HD ; CMRS (ZZ-N3ZI 5 GOSUH 1TB ■ P05If idii HU 

« N 2 l ! ? HM|CHR*iz:Z) ;5C=1G-N1V 

CR 170 LC-his CDYUD 1470 lG® 5UB JHOrCRTD 40 


right position will change colour. It is your task now to change 
the positions of the other letters. Simply move underneath the 
stairs and place the little figure under the letter you want to 
place elsewhere. Push the button and move to the location 
where you want to place the letter. Push the button again and 
the two letters will fall down and change their positions, just 
move the little man and the letters will automatically be placed 
in the new locations. Repeat this procedure until the letters 
under the steps make sense when read from left to right. It is 
wise to examine the letters carefully before starting the 
exchange procedure, because every exchange will reduce your 
score. You may check any time how many letters are in their 
proper positions by simply moving up the stairs again, 

Once you think you have found the correct answer climb 
the stairs again and you will find that the door to the next floor 
will open upon reaching it, otherwise you will see a ‘SORRY’ 
message and you will have to change some more letter 
positions. 

Having successfully solved six puzzles you will reach 
‘THE ROOF GARDEN’ where your final score will be shown 
and you will be asked whether you are want to try another 
puzzle, A <Y’ would be fine. 

HAVE FUN! 

There are many puzzles in the Letter Castle and you will 
find yourself busy for many hours. I hope that I have managed 
to combine the right elements of gaming and education and 
that The letter Castle will continue to challenge and puzzle 
you, 



Dr, Peter Ohlmeyer is of German nationality and works in 
the German Embassy in Amman, Jordan. He has had several 
other excellent programs published previously in PAGE 6 but 
now, sadly, seems to have departed the S-bit world for the ST. 
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IZO 3l=STreK(WnJ:DH-(ST=im«W8 (ST Mil 

Jitwa ;|>Y= (ST-HID *NQ- CST-»i4l«wn. ;K-K+D)C 
s Y=Y +D ¥ i re t u h n 

GG A4(5 PGKL :PDMI I0W «12,H21s9 

ltH(>; C-I1R4 (EE) : 1L-7? iFDKL if9 , SCREFN : «F 1U 

PH 

TZ 1BO (C = TC*H1:P0!.-FN: IF 5T-H11 1I1LN POS 
-PL : GOTO 100 

ON. 160 ir 5T-H7 THEM PUS-PR 
16 170 rr 1049 IHEN TC-KB:(-DiU6 1498 
KT iao n-u^HtnOl'E , .ftp. fko^fcS, H, V.H7) iREfu 
UK 

tin 170 5DUMP HQ, JDj N10„H11 ! TOR 1-H1 TD HZ 
CM ME HI 1:SOUND N0,HO.W6 r W0;RFTURH 
FO ZOH REH ^ HOVE UN 5TATRS 
EK £10 LOCATE ^ «J2i/R« r £1 ! LO 

CA TE CH-NJfil /WBj tY-24) /H8 r ZY : GOSUB 130 
:1F X^N4fl I HI N K = li4e:GOTC 250 
urt £20 IF ZZ = 96 THEM COHUB 1380 
KM 230 ir H>8& THFH If ¥ = A«I> M<1GB TH 
EH 430 

HV 240 TF ZZSB? THEN CHN=M1■if PUZ THEN P 
LIJ-H0 : liU 7LJB 1 04El 

FI 250 IF X-S8 AH D Y-BO THEM H“!K &KST=V-0 
V ; GOTO -210 

TO 26-0 IF CZZ12Y1-67 IHtW Y - V“ — 0 Y L C DTO 100 
to 2 70 IF CZZ + FYJ — ZZO THEB IF "aT-Hl* THEW 
Y-Y-DViGUTO son 

HL ?HO ir tZZ+ZY3=22Z THEM IF ST=M13 THtH 
Y=Y-fiVsG0TO 300 

UV 290 IF (ZZ*ZY)-376 thfh k=H“6K 
&L 100 CDSUB ISO 1 LOCATE (SC-W48J/H0 , CY-Z4J 
/h 0 ,ZX:IF zk-miz tnEK sc= 5 C-so:bOSUB 1 
4/OS GOTO 360 

CO 310 IF 2E-173 AND KC120 THEM 390 
EE 3 2:6 If ZZ=173 THEM ftO-N 1 S GO ID' JBbtf 
RP 330 IF ZK-I91 0«NB CHK-N1 THEN 870 
MH 340 IF ZX=191 THEN 580 
HH ISO GOTO 210 

PU 360 Y=Y+W2;FOS=PH:S0UH& HO.V SU f N14,Hl 
0 : POS-PH : GOSUB laoiLOCAfE (Jl-maJ/MDjl 
HT( CY-24S7WBJ .7H 

CP 370 IF ZX=35 THEM 1.QUND HlR, NO ., HQ . H 0 ! G 0 
ID Zl« 

PG 350 GOTO 300 

HY 390 FDSITiCW H3„«llY HH 6 j 111 i f 1 = IP 

STRlGtH01=MO THEM SC=SC“ZSO=GO5UB 147 
O:GOTO 410 
HE 400 GOTO 2LO 

Hfl *1(5 PONE 55?,MB -POSITION NX.HU? UH5 ; M 
tWMMWHff 1 ■ cnTn 990 
MH 420 PFM PLACE LETTER! *** 

TIC |3B &oSUB 710: GO6110 150 : IF LE=M10-LS A 
HD T0H~HO Tilth 730 
IH 440 tr SOL THEN 7&0 
&E 450 If a TRIG (WOT THE, Ml 430 
UA 450 IF I C-HO THEN 430 

FO 470 LOCATE PP, LLtPPTrZZilF ZZONSZ THE 

H 43B 

Pi 460 POSITION pp j ll tPP5:7 hho; cnftSETLJs 
GOSUB 51 B : P O SIT IU H PPj H17S? BW6 : " ” 

OH 490 FOP I = LL (PP) -MB TO LLCPP1-H2iPDSIf 
row pP j. I ; ^ »H 6 i il “IP05ITIOH PP F I+HAiY 
ltW6 ; kl Q M : CDSU6 1520 : HFHT I 
AU SHO SOUH0 ,HB .HB^fl :LC=Hfl3GOt0 430 
OH 31U SOUND MB j 150 F Ml® , H1B ; RE rtlWH 
£H 520 SOUND HI .30. Ml-4 r HO : SOU Hfr Nli HO J NO j 
HO : PFT'URH 

HE 5 if a H Etl »*P LEfTEfi CORRCCt? 
iw 540 ST=S¥£C«tHB> f&HT=C5T = H7J*HB-|5T=Mll 
JNHBi OT-CST=H10»HO tST = H71 *hE : H = H*ftK ! 
Y=Y+BYsP05=PL3lr SI-H7 THEM POS=Pft 
HJ 550 IF N>160 THEM 540 

IE. 560 IF H = 00 THEM Y-V-&Y : GO^Llfl 150 T GOTO 
210 

LIP 570 GOSUB 15(5 3 ir LG-Hia-LS T HEN 540 
II 580 pp-(H H4UI/W8SL0CATL PP # L L(PP7 p zZ i 
ir ZZ=H3Z THFH 5C-SC-S0-&OSU6 14?0:GDT 
0 350 

5G 590 IF CHT i HEW 670 

HP e 043 IF LL CP PI -HO THEM CHiT =N 11 GOTO 670 
FI 610 IF ZZi I2S OR ZZ>?SB l NEH 540 
LJ 6ZO FOR 1 = HI TO H1 El LS I IF R9 (I > 13 -ChftS 
<ZZ 1Z6J THEM 650 
GE 630 MEHT I 

Rft 640 POSITION PP, LL CP PI : T BM6 : 1 'IS" : FOR 1 
-N15 TO NIB STEP “Mil SOiiiflO M0.H5 r M(I r l : 


row H”hL TO HI;HtKT MsMEHT I:GOTO 700 
■i'P 65 B* SOUHD «&/3®.H1B J H14 iPUSlflOW PP . I L 
(PPJ 1 7 UH6 ; tHR^ (ZZ-16B3 ; LG-L01-W1 : TCTH^H 

o 

wo 660 POKE 07*SCREEHLPOSITION PWtSCRl+LG 
P PV(1CHJ r? BW6 ! CtfP$ (ZZI : POWt 89, ST ATHS 
IGOTO 70S 

Oil 67 B TF ZZO 190 THEN 6i B 

GD 600 H - H H6lt-T*H8WOt>H01 :GO3U0 l&OrPQS 
IIION PP.H17; 7 IIMGS-H 11 :90UH0 Ho r i-iB,Hl 
ti , HlO 

6H 690 FOR IzLUPPJ TO LHPP1-M5 STEP ML 
iPGSJTTON PP , 3 S ■? BHfcj" »;POSITIQH PP , I 
Hi ;? ph 6;“H l “:GOSias 5zo;Mt«f I 
ED 700 SOUND HO,HB j HD,HO: 601O 540 
HU 710 ir N>160 Qft H<88 THEN PUP iGOTO 21 
B 

AM 72B ST-STICKtHO>iDK=(STZH7J«H&-(ST-Nil 
9 *HB L H-HIDX:PP= CX-NJ8J 7H8:PE T URN 
TN 730 POSITTOH H19jN4 1? WHO!' 1 1C□SUB 19 
wraPPS-^ ^TJTi l = 

YW 740 FOG T = NL TO H12 ^POSITION NIC. ., 1 + N7: 

? PI H Ij j H H P > ( 3. I!) ! NFMT I l IT LL(PPJ=HS TH 
EH 640 

t K 750 REH HfR APRAHGE PUEZlE dtWM 
AK 760 GGSIIO 71 B ; CDMID L501 LOCATE PR r H1 7 , 
ZZ:SOL-HI 1 1F z£ O12 THEM 760 
re 770 LOCATE P P J L L (P P 3 r 2 Y l T'F ZY-lii OR Z 
Y-WiZ THEM 760 

IU 780 IF ^TPlbCNOJ THEN TF CCCHZ (MEW 76 

Q 

OR 790 TF EC- HZ THEN 820 

WM 8BO GOSUO 51-01 FDR I = LL(PPi TO MlfilPPST 
TIOM PPrliT PHfiJ** lh :POSITIOH PF,I + li? 
UH6 2 CHPir (ZYJ ! G0SUB 57B : HFNT X 
YC 8J O POSITIdH PP.N17 ? ^ HH6jCHHStZY + 1601 
i r j DU NP WO j- HO r NO j. H O i C c —G-C + H1S LL ( CCI =PP s 
LL CCC+W2J =ZY■GOTO 760 
NH 820 GCSUO 71»:G0SUB iflBiiFDR l^Ml TO 30 
]HE H T 1 

HX5 43B POSITION L L CM 11 * L L CL L CHU> ;T HHCpd 
HP? ELL IN+i) 1 PUSH TON I I C H'2 } ,LLlLL(H211 
f 7 BNO ; CHRS (LL CH3 J » ! CC = HO i 3G=SC-N20 
PJ 840 POSITTOH LL CHII ,H17:? nMe:" ’ 1 - PO5X 
TIOM LL CNZ1 r N17 i ■? n»6l: 11 ,9 :GOSUB 1470 ;(i 
OTO 7ft B 

YA 65B RLK PUZZLE SOLVED 1 * *** 

F V 660 X=X9N8 " Y=Y~HO : PUSi^PR ; GO SUB 180 
EH 870 PPZ|X~N48I/H8: LOCATE PP,LHPPJ ,ZE; 
IF LHPP1-M6 TMEH IF LCH = H18-L5 THEN T 
3 B 

PS 030 IF LL(PF1-Hfc THEN RPP5 = 'MliLLiltmuwi 
11 l TON—HB ! GUSU0 190! GOTO 740 

DO 890 IF zz>t?2 00 2£-l?l THFH 86B 

HE 900 IF P? EPP-MA,FP-N4)=CHP£EZZ*M32j* TH 
EN LOH—LCH(Ml!SC-SC+TIM e UDSUU 14 70:G0S 
UH 190:GOTO 970 
OH 910 GOTO 060 

□ D 920 POSITION PP* LL iPPi :? BN6iCHP5 CZZ»1 
78)!C□TO 060 

FH 930 FDR 1=120 TO 36 STEP -30;SOUND MO. 
X* Wiei..NlO; FDP H-Hl TO 100 : HEX! MiRDSIT 
IBM NI ft , I /■ 3 0:7 BN6;" M rWFHT I 
CR ? 4 (I SOUND NO.W0 .no. HO 
R J> 950 9t = SC#TI«WH5:COSUD 1490 
HU 9 60 X-H+HB i FQSSiPft : GOSUB 1 HO! FOB H-Ml T 
Q H15:HEKT Mi IF K=200 THEM 9BB 
PS 970 GOTO 960 

FD 980 IF SCP-M6 THEN GdSUO 1028 
PR 990 PONE 559jHO:LG=H0lCC=HO:lCH-H0SLC= 
H0 : TL —HB; CNT — H8 \ CMK = W8 i 5PP"SCR i HI: St-H0 
:Y=H8;LS=HO:RUZ=H1;SDL-NO:GOSUB 100 
HN 1&IP0 TIM^ZOl :PSCN9*N9i-“ l9 ;P$CHiB e MIB5 
-H ». IF ^ Cl (HlO 6ft SCO-HI THFH Z3B0 
AO 101& RA-NA:8B-NIiGOTO 1520 
fl 1020 FOR 1-50(5 TO 1 OB STEP -M2:SOI3H& H 
O , 1/ H2 , HlO r H i8 : SOU HD Hi* I , M14 J H A4 iPCHfC 
708,X/H2iNEXT I 

LB 1830 SOUND HO* HO* HO* MOiSOUND MI,HQ r HO, 
HO! RE TURN 

ED 1046 FOR I“N?0 TO IDO STEP MSlSOUHD HO 
B J r NIB, HID IFOR H=M1 TO Ht?; ML H 9 HiMEHT 
1 ; 50 U HD HO . HO r HOH O ! G E TU H H 
pII 105 0 REM -F-H-N MHirRE TO C0 

S& 1060 GRAPHICS Hl/IPUKE 55? r HO : POICE 7ft6 
,rH!FT:PUKL ?09 f HI^P0rE 7AZ j HI:POS—PH 
UP 1070 IF fort THFH GO-SC KLIH;GOSUB 11)8*9 


CflHHlOiGOTO 1890 

IT 1080 GUSuB 1 lAOtSCHifHlO : GO-STATR'S 3 Xiltt 
:Y=144:GOSUB 1190 

YL 1090 Dfc-PEEHC5603^256*PEEKC5Dll*H4tP0K 
E DL* HO;POKE Dl *HI,GO:POKE S3 F HO:POKE 
B9,-G0 :GOSUB 1740 

FT LlOO GO SUB 14 7i!c 0 SU H 1490:GGSU0 1 BO : P 
ONE 569^2:16 Aid TMEH JO 
HU 1110 ^OTG 2 IB 

FA 1120 PONE 704.ua:POKE 700 ,ftB:POKE 709* 

HIiPOKE ^10,125iPOKE 711,L04!POKE 712, 

HI!K-LB4:Y-11Z:RETURN 
ten 1130 X = 12B ; Y = 144 : POKE /08 f 122;PDKF 709 

,H0:PuKE 7L0,2:1 6 : RONE 711,24 6: PONE 712 
,HO!RETURN 

CO 1140 X“08 i7-% 1Z i POKE 704,31; POKE 7 06. 1 
/ZiPOKE 70 9,14 5:PUK E 710,1ZS:POKE 711, 
1991 POKE 7LZ,145:RETUPH 
57 1LSO H-112tY-144:POKE 704,0&!POKr 706j 

Ill POKE 70?,HB;P0KE 710,214;POKE 711*1 
5 91 POKE 71ZjNO:PETURM 
5J 116D N-152!Y-113!POKE 704,31lP0KE 700, 

7 7 ! POKF 710* ZOll POKE 711.14B ; PE TllftM 
UA 1170 W-116: Y— 112iPOX E 704 r BO:PUKE 70S, 

28cPOKE 709,280;POKE 710,201?POKF 711* 
IZLLPOKE 712,708:HtlURW 
HZ 1100 K-HOit=H0iPOKE 780,7ft:P0KL 789,8B 
i POKE 710* 24 i POKE 711 r Z ITS a RCYURh 
vn 1190 IF BO = M0 TM FH RETURN 

PD IZOO POKE 82.H0:POKE 77*H0sP0«F 06,HD! 

POKE 89,5¥AIRS 

SD L Z 18 IF LSOH8 THEN P05ITI0M HJ4,Ntl7 
ttW6 ! "S 11 : POSITION HI4 , H7 1 9 t£HG 1 "H- : POSI 
TICIN nl4 * HI: 2 SMS; 11 

RK 1220 IT LS-W2 THEN P05ITIDH H13,N7:7 ft 
HFi i "B" ; PD5IT1DH W13 , MS ; 7 ltH6 j ; PGSIT 
IflH N13.MZ:- SH6 ; 11 « 

ZA 123 D DH-N0 iPETtJRM 

AL 124B If SCft = H7 THEM PDF SPOKE 764,255; 
GOTO 1200 

L£ 125 0 IF LC-Hfl THEM POSITION HUihiit? 

OH6: 11 M I RETURN 
AM 1200 HETURM 

TO A27B REH 8MF HOHL TIME +«R* 

ID Lz00 IF SC^MIB tH.EH 1350 

CP 1299 POKF &39,62iPOSITIOH HU,HIft:? UMB 
; SC : I--UH I-HI TO 5001 HEXT I 
DC 1300 POSITXCH N2, «4 : ? JIHB 3 "«lc " : P0SITX 
ON H J 4 , N 4; ? nh6j H kHPc ,, [POSlTICih H2,HIG 
!? tIH B j ai cyh C 11 

MJ 1310 POSITIDH Hl3, H16 ;7 IWbi ,, M l : G0TO 
2578 

MI 1320 OPEH tfMl, H4 . HO , "K ; 11 i GET UH1,A;CL0 
SE Mi:IF A<>A3CC"Y fck 3 AHO aOA3&C i, H ,, 1 
THE n 13 20 

PM 1330 IF AzASC Z"* mm * TMEH END 
GB 1340 5CnrM0:GDlO 990 

HI 1350 R05TTIOM H2 , H16 ' ? MHO : ■■ HSUKI 11 -! POST 
TIOM Hi5*N16 ; ? aHftfSZH 1 'SPOKE 559 r tz 
CW 1360 GOTO A3BO 

MJ 1370 HEM *** KEYS AHO SCOPES «** 

YC 1380 DOB LIB 150: POSITION CX - W4 0 S / H8 , C Y- 
H32J/H0:? aHft?CIIH9 tZZ + 128) =AM SCR N2 G 
OTO 1396,1400,1410,1440 
LE 1390. POSITION N16*H5 : 7 HH&j -h “sGOSUO 1 
0 48 : POSITION M1S , H7 : ? SHG ; 11 RETUPH 
IG 14BO POSITION H3,H10:T MN6; lfc '‘iGDSIJQ 1 
040 ;P0SITTOH HI.rilL:? flUdJ” ■■IREIUPN 
MH 1410 KtY-KEY+Wl!IF KEY-H2 TUEH 1430 
AR 1420 POKE B9,SCPFEM: POSITION M6 , MS : 7 tt 
K6;' 1 19 : GOSUB 1046 :P6SITT8H NG,H6;? ttH6 
t” na : POKE 69* STAIRS: RETUPH 
IK 143& POSITION Ml&*mi4 i 7 HH6 ; " "■iGOSUB 

1640 1POSITTOH HlB*Nl5:7 .... 

1RETUfiH 

AE 1440 KEY-KEV-+H1 ! IF KEY^HZ THEM 1460 
HH 14BO POKE 89,SCREEN:POSITION M4.M6:? a 
H6 ; M ss ; GOSUB 1040 ; FUSlTI ON K4.H7!? HH & 
■" 11 : POKE B9, STAIRS : RFTIIHH 
T J 146-0 POSITION H U, N9[? UN6J '* 1 i9 ;G0SIJ8 i 
04 0: P 8 SIT T OH Nli*H10:7 HW6: " 19 : KEY-MO i 

RETUPW 

Y8 1470 ir SC<H10 THEM SCH-HB:C0TCl 990 
HI 146U POSITION H17 IHT CCLOG(SC)>,H21:7 
ttM6: M kF 1 SC l RtTU RH 

HG 149a TIWrTTH HliPOSITIOH H9-JHTCCLOGCT 
IH) 3 * H 21 i T nHGr 1 ,k jTTHsir TIHAH2 TMEH 
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ASTL... LETTER CASTLE...LETTER CASTLE...LETTER CASTLE... LETTER CASTLE...LETTER C 


P&f 3 SC SC-SABiGOSUB 1820:£01 D 190 
AJ i50ld tttILIRM 

is tsio ftth imhi 1 nr ST ft IPS JHW 
PM LS2Q f.BbPMICS Ml? ; PUK1 B2 P NO:PAKF A^N 
O.POKF 

KC 1530 POSITTDR MO.N0; ? ftNbi 11 H ITm il lTr ill llfrrn 
wimtiiuuiia B rmrrriirrff iiiwfHy B Ht oimiiumn 

LLiiilLlti ftSjUmitlJ I LIIIJ-ttffTtU g ■■ 

VL 15-441 POSITION HU,H4:7 hm a j *'tt p u j MB 11 j p TttTF 
y 5 n£i i uj lli m i it f Uuratn [i W 
tf un i umniiim mtfmfcj itmQa" 

□ C; J55@ P0 5I IION HB.HB ! ? HH6 : jl TTniTHTIIITfM 

mmf ittifTTTitrnm awomtoKMB 

ittttf tt K imuFltt'' 

PF 1560 POSITION N0.N1Z:? HMO j ■■ U 

tttttttfn y ttttnFJw a 

mttiCrtttPiiattiwi 

Hfi 1570 Position N0 P N16:? kho ; "Btotmt 

y 8“ 

UK 1580 IF S CR-N5 OP 5CR=Hb THEN CDSU& 25 
6 0 

5K 1598 KOTO 20HU 

BO 1500) fitK »KH SCRFFNS ftftft 

an ISIS POKE 8* , SCREEN : Aft-Nfi : COIO lObEJ + SC 
H*O0 

BF 1620 POSITION Ni.Ne:? hNfe ; ■■Wtll Mi CIII JLL I Um 

j a » i * r- 

> 1 '{*£■« £ (" 

OW 1050 POSITION N0 P H4:? BHO| f V BBHBBHm tt 
mt tttttl U*A S ? } 5 | Ah 

*■ € ft * W H ft <■■ 

HK 1640 POSITION N0 P H8;-? ON b; 1 ' FHUtEI mi ****** 

«+A J J a lt b 

B.' *C * * (■■ 

KT 1650 POSITION N&.W12*? WHO; "Ntttttt tttt iffi 

tammmmm* a 3 mantBUMWiiH 4 
JE 1660 POSITION NB, H16:7 BN6j J, ft 444411 muffl 

IJ— I—JlHi 'J-ft 3 TTTTIimrimtBttt«4 * 

immiTrili miHtttH ( ft i iY Mj jULjj.j|- 

flG 1670 GOTO 2040 

FH 1660 POSITION NO. HO:? ttH6 f '-Rttaiumiftmttti 
**4 3 m fATiirorai a* ■ tt 

Trt 1680 POSITION NO, N 4 : ^ »N6j"a WttWB ttttll 

EHWHBBffltH 3 3 A a A A' 

1 " c * ( ft c ■■ 

EO 1700 POSITION MO* hO r7 WNG;" 1 i mi Utt 
44441J timttl#! 1 ) ) H t 1 ■ 

■ M ( * * ft c V 

GE 171a position H#,HL2:? ftNbj'-mi mumniLLi 
■**« , . , , . 3 3 Aw H r j j. „ 

W ft K C“ 


P H f P 

HIM 

CF 1728 POSITION Nti.. Nlb i 7 HHBj "a H 

tttt mill H*tt ail tttt I tt AH 

■ fl 'B ( It f 

PH 1230 GOTO 7049 

XD 1740 POSITION HO r HO: 7 JtNfi ; 11 I IJJHuJl 


Bf 


m imnunu ♦ A A A 1 A S A* 
i '( f ( it * 

RE 1756 POSITION M0>H4f? ttH5; M *t it c 

Hi mt 144« n TTTITTTFlinTr ill lTtlfH A ■ 

ii T * < li 

NY 1760 POSITION N B*KBf? HNfij"S ittttttta 

BWM «ttmi4-A j j a j j A A 1 N 

*1* J * ( £ a j f a j* f (" 

KV 1770 POSITION H0 ,H12r? BN6 J d< tt PW 

■i l r niJM i m H*A 3 tmi£U^aaai33* A* WTO 

III I MM LIM1Q |4 


1 ( ME ”f ^ ■ s i f jj ! !|L = j.; ; i # git 

HM 1780 POSITION NB.N16:? tlN6;"tt wa UBtitHt 
putt 11 m i in n*K A 1 3 i |« > 

* ( I W N W i“ 

Oo 1790 KOTO 2040 
TH I860 POSITION HO r HO : ? «M6t 4 

imjiiMJ l Um ^A J mmSSS M^ ESS^ 
n 


ftTTTTTT] 


r+«i 


CP ini fi position NOj N*: 7 UNB]”U HWI TtTmmr 

bnouuwiii ■ A H A i 3 3 A" u * 

' I 34 ( tt W H- !*• 

Vfr 1020 POSITION N(J ,. NO ; ? UH6 ; M B RTTlTPinfr MW 

Wn 1441 PI I A tt 1 n 1 £ & ■ H 

a ’ ■ c n tt N- E I'" 

OP 1030 POSITION HO , Ml I ] 7 tlN6:"tW It T II ITTN II 
imuitmm N>A tt 1 s 1 n 

Ba Ji F a J.H ’ E It it F a * ^ a [ iH 

TO 1040 POSITION HO ! His ; ? ttH6?-H HUHIII ttfl 


limitmil tttt7£ J A 1 J 

J ( * c N 4 

OF 1850 OOIO 7040 
OK 16 bO POSETTGH NO. NO I ? BIN b ; ‘ 

ttidJ LLiijjluu i A 1 1 A I A £■ 

" " M w * L W f (HI 

pf 1876 Position R0,h 4:? ttNbm tttttttttt 

Of tttt o*A A n A 3 A 1 " H 

1 1 1 C f wn h tm+ f t“ 

OE 1880 POSITION N0 P H8:? umo; "El BBBWtati tt 
ttttn^ n r»1 j ,,, ji j 3 A 11 Q, p 

miH * " f * rf Pi , t c» 

YK 1090 POSITION NO i Hi2 : 7 »N6 j "|l ttttf THBW4 
ttttil F4II44 N-k A J J H A* 

il *« * il (” 

P« 1/100 POSITION NDjllOl" HNe^'tt tTTTHITTTrilll I 
THimi l irni It*A m H:t4»r<:VJTrli H k J A* BBTBttt 
ttmWttttt -i rtlLL”;j*jL*;i-iTi;i; 4 

PU 1910 q&TO 20*0 

rr 1970 POSITION HQ,HQ:^ rtUfr; 1 ■tntTTinmriiHTttii 
4ttiiH4*fimtt+ A A 3 J A A A" 

1 ' ' £ ( * It < l (-H 

GW 1310 position N0 r M4:tr u-Nbj-m i miiuiui tttt 

ttttn mi a* A tt ) A J A A- R 

p 1 1 I A * t * c C“ 

OR 134o position NOrNS:? itNbj-'H i m iiii JUJiui a 
aatrtttr is#A H i A' i iJiM 

n PI " C a j j a + tt C fc - 

£H USD POSITION NOjNISt? NNB-^tt I H hhlllI N ’llT 

mmamm m + a i > iinmiirr it 

tt tfjpffH # 'C 4 # lUti iVi 46 * p« 

IU I960 POSITIDH HBj H16ttN6 j dl tt ttmi WIHW 

mum itmttttt 4 A A Hl iUL..^jL s ;"; ■ * 

iNM I Mmrrn i nrm r t c i MI l h i Oir iUTmiin ■■ 

CUt 1^7fl GOTO 20*o 

CP 1900 POSITION H0 H H0 : 7 WN6 ;-Httttttttttttttmnt 


tttl- 


OG 1120 POSITION No i N* ; 7 HVH] "W^BH Witt U 
utt juH timi man ta 

IIP 2000 POSITION NDjNBl? tlNft ; “ttttUtt 

BSU miuj LLiiuiy tt w i m i umiu y, n 

it ^wuimtn:-: 14 h Smut 1 * 

*« 281# POSITION ND P Nt2i? ttN 6 ; "UTUIH ttXEfl 

JUII11441 (Bf 1 

LE 2020 PDSrilON HO. Nib 17 ttNO ; ”UKdi3g ttttn 

amt H3Q$tttttt 


FE 2030 POSITION N0 r N20:? UNO; "[II JJ I L II JJLLU rttH 

itmttffi 


:^A=HI:GOto loo# 

W. 20*0 I* Oft I - HI TO N1S: POSITION LH4StR # I 
1 ,L¥ISCft Fli :7 BNfi;HQRDS CI+(Stft-Nlt «H19 
, I* rflEKT r 

CP 2056 f OR I-N6 TO N15 ! R 5 II - NT? r I -N S3 ~ HOP 
&$ 11+ CSCR-HU **N1S^. 1+ CSCk-NU "N111 : NEXT 
I 

PJ 2 06 0 FOR I—HI tc NIB I IF RStlrD- 11 “ f N 
EN LS=LS*H1 

HR Z078 NEXT I ! PO SITION I K f SCR P H2U j LV CSC 
R f h2 lit? H9N6;CHR?CS6) 

OH ?#80 POSITIDH HO , H'7 6 ! ? ttN6 t 1 mMUlWWIW 

umwtmwrm + ■ * 

OP 2070 POSITION N 6.. ft21 : 7 HHBj "I « : POSITI0 
N HI J.M 24 . ? T BN6 ; SEL S CCH#N8 - HB > CNN#I61 
NE 2100 POSITION Nil., N21: 7 Uftb;-" + 

POSITION NS ,22; 7 HN 61 ^Ttt WtttWtttttttmKm 
tttttttttt#";: IF Oft-Nl THEM 1610 
Cl 2116 HA — H1J C□T O 1060 
IM 2120 RtH ■«* TTTEL ititit 

VN 2130 liHftPMir "s N171 POKE 708 # N8:PDHC 710 
j 200 1 POKE 711,246 ! POKE 07*140 
VD 2140 POSITION H1.N2:? 1 
J 11 : POSITION N71.NZ:? 


•OU 2150 POSITION HlpN3:? 
■HiiT 1 ': P0611 10 H H2i.NI:? 



BL 21bu POSITION N1,h *:? 

POUT IDH N7 1 r N5: ? “tm mill mi mt u 

utt 11 

RH 2170 POSITION NljHbl? P "H n tt a ft 

H“: POSITION N21 P N6 : ? tk tt s u m» $k tt 
n»" 

NT 2180 POSITION HI, H7: ? L TI ttmt tt $K tt 


U'^paSIIlON N21*N7:? "Hit tt tt tttt BW 

H-M" 

PH 2 ISO POillIDH HV*N10:? iPOIITTDN N 

3 P Hu:? j M 

PT 220 6 REM "■** rNITiaLIZIN& ft** 

OR ZZ1H DTH PP$(K7) h P-LS im/1 ,PNS FN71 .PHDtfS 
ClUOl , HOODS ci 143 , L# C H b ,HZU , LYCNE.N213 
r flPKS ( ZU1 P ftpp i S flO) . SEL$ (30) 

HW Z220 6Itf RS HOI P l I CH163 .PNtNb) P PYCN6) 
G¥ 2Z3Q R TOP—PEEK Cl 06) -24 3 POKE 18GpRT0P:P 
OKE 54^79,PTOP :PH8=RldP*ZS6: SCREEN=RTO 
P#N6:Sl^IHS-flTOP4N16 

DR 2Z*0 RESTORE 3010:FOR I-fti TO l0O:RtAP 
ri : PHOUS fl) izCHRS CA3 i NLMT I 1 HBVE = 06R CPM 
OOf) 

LO 22SO FOR I = NI TO H/ 1 KL AE> A : PR S (13 -CHR 5 
tai iNekt i 

re ?2E 0 FOR I = H 1 TO H7:PFAB R : PlS CI 3 -CIIR^ 
CO):NEXT I 

HP 2270 FOR I = M1 TO N7: RF ftD A 1 PNf til-CHRS 
tA3 :NE HI T 

IP 2280 P L — A &ft CPL $ 3 : PR- fl&P t PCSJ :PH=Adrcpn 
$ 7:P0K£ 532.7?'j 2 

KM 2ZSO DIN CHHfE103:CH6ET=ftTOP 1 OHRASE=25 
6K-CHSET : POKE 294 , CHSET I POKE £06,224 
YH 2300 RESTORE 2620:FOR I?N1 TO N20SREAB 
A : CNHf (13 =CHB$ tftl : HEMT 1 J O = IIS0 {ADR (CH 
H$)>;POKE 756,CHSET 

HZ 2310 FOR I = CHHfi5.E + 7* TO CH BASE# 111: R FA 
6 A;POKE 1,A;NEHT 1 

KC 2320 FOR 1=CHBASE«216 TO CNObSE#?S5!RE 
AD A:POKE I,AINEKT I 

Mb Z 3 IE FAR I=CHBASe#ZSt TO C H8 ft SE #4 J 1 : RF 
Ab A:POKE I,A:NEHT I 

lb 3345 FOR I-CHUASE417G TO CH8ASE#207 : RF 
AO A[POKE I P A:NEHT 1 

flV 255* FDR E=H1 TO N6:READ A**ePKCI 1-A?P 
Yen=B 4 HEKT I 

ED 2 5bO FOR I-HI TO HI6;REAP A 1LL(13=A: NE 
KT I:Ch-INTCHNDCNO)ftN2) 
or 2370 RESTORE JlDO^CHftSO;FOR SC-N1 TO H 
6:FOR I^NI TO H2I : READ A, B:IK CSC P IS=A: 
LY (SC , I) “15 : NEHT IlMEKl ic 
CJ 2100 GKAPHIDS N15: POKE 56S J HD:POK^ 756 
b CHSET :RL=PEEK ISB03 F255UPEEKC501S :r(JR 
H — N20 TD 24: POKE &L#K j H'b : HEKT H 
HB 23S0 POKE 710, N2 : POKE 7 06, 2OB : PUKE 752 
. Ml :POKE 82,NO: POKE 55S,OZ 
Ofl 2400 ? -MSP AVORJC A ML ft b OK □ HD O&V Q-Rtl 
PGCfl . &PG& MMSP YGK RM flJGKE D-PMK MUKB 
KSjEEEZS M 

AH 2410 POSITION MZjN?:? "RW RFt LU J£l!l>^^ 
rj M m RFGO UWSJB ZC LHNPHZJCK GO RFCP 
C UCPG LHR RFC TCP W £TD" 

DI 7426 POSITIDH NZ.N4;? "ORYGPO Yl 8 RFC 
JHAJC# SPNL 8MHPP EM ZCHNCLCb RiPHSEF 
HHSP DJCTCPLOGRi” 

OF 2430 POSITION M2 P M6:? "RFC KGnqGLE Oftt 
MO MO RFC GRYGPO AYL ZCDGUCD £U AHJJCA 

pcle MH33BBIB yl b hfcl m 

TJ Z 44 0 POSITION H2,H8:? “HJYAGLE RFCK St 
0CP RFC □ RCNft r 11 

TM 7450 POSITION N2,»9t7 "ZSR riLJH Ct RFC 
H YPE VPPVLECb GL RFC G P NP UN CP HPHCP PF 
C GiPHI BHHF UGJJ HNEL,. 11 
NT 2460 PCS TITAN HZ,Nil:? "RFC H5XKJC UMF 
BO RFYP DPCt HHSP LVH SHftH BFc UJJI I I I Ij 
2CJHLE RH 11fFCH5li'’ 

CE Z47B POSITION M2*Nil 3? »RHftGAO BFyr AY 
L ZC Al tlNOCL LMU. bB 

CS 7480 POSITION N S J N 1 5 S ^ - fc i , A hHG EG 1 p ■ P OSI 
TI Oft 75.N15:? ,r 2. aRYRCO" : POSITION ns, N 
16 3 ? ,B 3 , ONMPRR" 

M7 ^*S0 PdSIIXON 25, Nib r 7 "4 , YL.GKYJ“ i POST 
TIOH H5 P N17 3 7 ,, 5 , HCMH JC" 
or 2000 PQS11 ION 26 .N 10 :? b -KY±C HHSP AFM& 
* b l POSITION NO* IS I? YL8 E«MO JSAT“ 

PH 2510 OPEN WN 1 , N4 . HO P ,, K: iB : fitT NH I , A : Cl_u 
SC UNI: IF A<ASC C- l-*) no A>ASCC"S P *3 THE 
N 2510 

m 2520 CH-E\-N*8: PllZ-XHT CHH|>(H0)HN73 [REST 
ORE 32 70 i C ll*?0 * PU Zftft 10 r RL A D H0P6£ jA pp$ 

.APP1S 

KH ZSIB for I=N1 TO IK £ HOPDf C3B*I*Ifl+IJ —fi 
FP5 ll,u :MORPf C76#E,764I)=APPlt [I, I) : H 
EXT I 

TT 2546 Stft-Nl !SC = 1560:fXH=?Ql ; SELS = "ETI3?1 
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LSTLE... 


LETTER CASTLE...LETTER CASTLE...LETTER CASTLE- 


LETTER CASTLE...LEU 


i&i iiii'ii-L L-idJ iJFwnrvft.L-Lun- 

ftL 255 8 -m : ftft-Ni : GOTO 15ZB 

MU 2 560 PO^TTIDH LriiSCB.WJO* rLTtiCfi.NIIl : 

T t*Hfc;CI1HS t565 1HFTUPH 
PL 2575 fiE^TDPC Zbfle:fflP I IE36 TO i556:P 
r AD dr POKE I.AlMEHT 1 
FK 25«6 BATA 104,173*11,101,20,10,1*I 
r 10 H 21Z, 141,22,288, 173*752,2,281,259.2 

4ft, 237,96 

HE 25TU tt=U5RC153E? 

Pd 2600 IF FEE El 7 64) 0 2 55 THEM 1120 
HG 2610 REM OATA 

VO 2620 PAT A 104 p li2>i,lM,# F 177^flS,l«, 
ZB1,206.. 206.211 j Z3U * 206 P 23? .804 ► 102 p 20 
6 r ?4l,96 

RL 20JO BATA ia?.21? J flpl8fHl^B*Z42pl82 
RI 2640 DATA ll>l5p0 J lL J ll-fl^3,ll 
HC 2650 DATA 56H112r0 # 20ftjZOOP0J112P90 

HT ZBGB PATA 0,184.0,2*2,232,0,184,1114 
FB 2870 BATA ft.232*232,0x164.184,0,232 
ZH 2660 DATA Z32p0,184p164,O,Zi2H232^0 
QH 2690 BATA 0J 164 p 0 r 232 r 23Z , (P p 104,176 
AZ 27DO BATA 8.8. 1B4 J. Z J-Z p Op 164 ■ 104,0 
B& 2716 E>are ieb* 232,0 r 18 -*, ia4 , a , 232,166 
py 2720 OATS Z04*204p264,ZD4,204 F £04.2H4* 
204 

ro 2710 DATA 16,24,12,126.176,13x24,16 

MM 2740 Pd fA 8,2 4,40,126,±26,46,£4 . a 
HT 2730 OATA 255*129x1*9,129*255,1.19,129, 

129 

KB 2760 DATA 5,15,6 p 6 r 15, 5 , ITS, 9 

JE Z77B DATA 0p24p3«,126x0,0,8,0 

H-n 27 HO PAT A 255 p 219x210,231,231* 219x 210 P 

255 

HE Z79B DATA 0j 2,37x 45,123,7,2,0 
EH 2000 DATA 8 r 254,102,112 F 240.I®2*fi±*fl 
FL 281B &ATA 0,248,184.102,230,100,124.0 
6H 2828 BATA 0,254, 96,12-4 ■ 2 24,102, 126.8 
EMI 2fll0 DATA 8,254,9S, 252,108,95* 9ft* ft 
6P 2848 BATA 0,254,202,95,230,102,62.0 
HR 2550 DATA 0,11*,5** 11#x84,54,118,8 
ar. ZBftft DAfd 0 . 126* 24 , fift* 24,24,126 , » 

FH 2870 BATA ft, 14*6,6,24E,lBZ*fi8,ft 
PU 2050 DATA 8,210.lift,248,128,lift.102,0 
II ZftSft OATA 8.240*96,224,96*116,185,8 
fiy 2900 'p AT a 0,327,119,255 -107, 2 9,119,1 
IT 2910 BATA 6,210,118.125,126,119,246,0 
US 2920 Bdl A ft, 254,162,230,102 r 102,IZ5j0 
UL Z9S-& 6BTA 8.352,162,238,124,96,112,0 
DM Z940 DATA 8 , 254,10 2,218 F 182.100,116,* 

GW Z950 DATA fl,252,182,230,124,188,110,0 
AU Z 96 B DATA 9.254 .9E*lZ6,6, 102 p 176,0 
£li 2970 &ATA B , 1Z6,216,24.24,24,28,0 
HP-: 2900 BATA ft, 239,182.23Bj 1&2, 126.174,0 
EH 2990 DATA 0 P E IB , LB2.230 r 18Z , 126, 24,0 
EO 3000 DATA 0,227,9!?i73B,l27,119,99 , O 
«L 3Bift BATA 0,238. JB*x50,60,182„ 115,Q 
CM 3BZB OAT A 9p23B, 1B2,66,24,56x50,0= 

PD 1910 PAT A B, 234,108,24 < 4B , 1BZ, 126 , ft 
in 1948 &ATA B , 248,60,182,182,126,231 ,8 
UA 3 B 5 □ DATA 0,252,102, ZS2,102.152x124, ft 
If iBBfl BATA 0.254,1B2*218,118. 182 *126,0 
to 1870 DATA 0,34,128.120.24,24,125,8 
AM 3868 DATA B,124,182.76,34,54,126 .8 
FK 3090 DATA 0,126.206,24,12,182.52.0 
ZB 310ft DATA 8,12,28.50,196,254*1^x0 
□A 3110 DATA 0,254,66,252,0*182,124.8 
ZH 312B DATA 0,124,224,124,230,182,126,8 
&c 1130 PA I A 0 , 254 . 182 , 12 , 24 .4ft.4B,0 
PK 3 14 0 PATA 0 ‘. 6 ft j, 1 B2 * tO , 239.10 2 , Z 5-4 r ft 
Cl 3150 DATA 0,154,102x154,0,12,56,8 
Vli 3 I 6 B DATA 0,19.8*3,3, IS ,7,3,3.19,0, 17 
LH 3179 BATA 0.0,0,16x16.15,14,13,11,11,1 

ft, 9,8,7.6x4 

HA 3150 PATA 1,3,5 , lx ilx a , 14,5,18,7x 15j i P 
16,11,11, 7,7 i X x 8- j 7,3,17, liUnZx 9, 1,7,1 
4,3,5, 11*1x13x7.14p6,19>ftx23,0,23 
JJ 3196 DATA ±1,5,2,7.8.7,IB,7,5,11,11,M 
a a,3,4,8,5,17,11,19,14,15,18,lO,15,5,1 
,1,1,11*lBx11x1*19,ll*19jl8dlfi 
&K 3780 PATA ft.23.D.73 

FK 3210 Pd I A 12,1,15,1,0,4,14,4.18, l Ip 10 j 

5.5 , ±9 d 2x 4, 2,1,8,4,2* 11,18,17,18.19.0 . 
17. 1.6,18,15,2.13,2x10, 18,19 

KJ 3ZZO DATA 0.23d15 d 9 

PM 3Z30 BATA Zdlxz,5,5,7,ftd5,IZ,9,9,9.14. 

11.17.15.5 -15,5,15,6,3d 12,5,11,17.15x5 


*1.19.7,19,1.14.1ft.11,14,0,0,23.1ft.|8 
TO 3240 PATA 4, 1 d lft1 lxlOj 3 ,lx 7, )ft.5*z,1, 1 
9,7,2. *1. 16,3,7, 3,10.13.15, 19, 11,5,14,1 
r 2xUxi , 13.4,9x5 d 1x15x17. 4.5,4, 7 
At 3256 DATA 9*3,15 , II . 18,10x10x13, 3,13,2 
,13,3,15.3.3,9,7,IZ,3,15,7.1H,1,19*3, 1 

0 , 4 , 12 , a 1.5,19*1, 19,8i 13*6 ,1 
Oft 3200 PATA ft,1.5x5 

PJ 3270 BdlA 8,1*13-1*5Pftjop7,14/7,4*3 r 3* 
15,7. I?d 18,5,7,16,3,19* lft,7,11,5,7,19,. 
16.9.1.11x5, 13,16.11-7,15*0,23,8,23 
DP 3 2 ft ft DATA 6.1.13-7,15*9,7,11.0,11,4,5* 
1,14,14.17,17,19,16,13.18.5,10,15,16,6 
,6,7,14 -13*11*17*16,15,a,0*2,9 
El 3298 DATA 0,23,0*23 

II 3 3 0 B DATA 4^1.7*1,4,7,16,9.12.2*18, 7,1 
7.31,0*7*1,9,2*15,17,17,15.19.0,19,7,1 


KV J650 PATA Mpzsqcitnfvlr igiptsdijpfgl 

ptar pHgiifbb 

SZ 3 608 OAT A cngskeHjhdgUf pyTrwifZWqoSR 
jipci Rwfcy 

kb 3t7ft BAT a r. 41-1 aHftipttyaf jgddtrmpyk»qp 

5 qr h 1 1 p t 

pa 166 U data t j jHk^yppyasb^ ctiany j jsatlr 
gncbc fwyi 

KM 3690 OATA pyqiBZSrrcpd iw KhI ItAqnkrypy 
IfSjtf UdII* 

FK 379 8 DATA KE Igdauke jwriiypb f-SZ f C nqi: k^y lb 

MP^m sdtb 

OK 3710 PATA cbbrjaynpgftHpl 5V 99 P 0 rFSBFyk 

C jC Hi Adli-q 

lift 3728 DATA C jCkbUUT f 51 H nl PSd jybsikgict F 

f HTC 1 pa-kd 

HD 3730 BATA Hppriu^ jPbgql C wck iHpMqqn jydU 


9,5,4,1x19,Z,1*11*17x5,19 

HC 3310 PATa 0*23*5*3 

IU 3320 PATA 5,1.1x13,9,7,15.7,10,7,3,3,6 
*0,6,9x5,it,7*11,7,13,4*17,12*7,15.9*1 
B , Jl3, 15, 17,11,19,13.19*17*19.0.23.5* li 

&I 3331 DATA 2* 3 , ±6 . !t , 10x 1, II p I- 11 ■■ G 1 * 
2*5, 16.19. 10,0,18,9,3.10.18x10*3,11,19 
,11,13x6,14.11x14*6*5,1x14*1 

AT 3340 DATA 0,6.8.3 

Da 3300 DATA 1x1,3*1,9*1.6,3x3,0x9,5,18,1 
5,3,13.6,13x2,13,3,19*3,2,2,3,11,1,8,1 
3,1ft,7,2*19*5,17,6,10x0,19,12 r L 

RK 3ibu DATA dyijVaHntifyecIi^tnrlFibkypq 

cgiic ***** 

St 3370 PATA 5nkMP jc igl epyb iZDdCTfkMJf^y 

Zjftlive Fftd 

UK 3 3 8P ft AT A ftydwic bgl rsp* f h ArhMPb f yhc J2 
he pit q-adr 

ftH 3390 DAT a vdtjgtfkqrcpfatfk ntlSigKdbbCPf 

quick mc.Iv 

R6 34BO PATA jypwp6»lrctgPCMSPPUfl jiAHkyla 
fc qrc pdbos 

01 341ft paid PC dr-L tgpnq f qk'J tec l'ktc ebdpy } 
idspp dSJnq 

VF 3*20 OATA ftfSPjqglwunHpc bjkiidyV1jfttC 
pnHHj bkbg 

HM 3430 data jkgarzypftcinly dgtqaspicuyqf 
g] E-PHl dp j J 

HT 3 440 OATA nsqqgztPf jC fC h pnlSIlCSpHgq Jy 
kyzyb ndPl 

HO 3 4 6ft DATA cdPkci¥*«qjytgyzpwbewpqatcid 
ticjif rfab 

LE 3460 DATA * Jkft t glMpw»MyqrC3bFc*bi«EUSqr 
pyiflU nicd 

«K 3 4 78 DATA hZbndyFBClrglM qsifyblydijay t 

kznspel gn ■ 

&T 34 ftft DATA a f rs jq 3 kHl c-qgy kwpft iqn jMkV^P 
ery Lggbafu 

HO 34 90 BATA zsqqgepc C 1 jy lb r FHk f sfidPaykC 
Phm 1 bgzq 

1H 3500 &ATA ic IbgmipFSeSf J ft iKCkrc j lgutf 
pyesy rfivi 

mh i&ie data Hqiyp*syrckuiM nHlbzceskqaMr 
jyit fgdy 

IP 3528 DATA c 1 tepky jy wqgy iwirm^BkESje 
ypgy bdfr 

PM 3BS0 PATA Tpqckrfygiy lb hSBiqftSf P Udi 

ty Jylbzpnd 

05 3548 OflTA cnggkdBuTZSf j j 1 ESa SPftftkbc ay 
rfjwl ni d p 

U9 3558 BATA yi^kfag-uii tPiftiCU I ysy »ir irpqugk 
kglF uwen 

VL 3860 DATA ASqqgtHiiCWiy j JAtgpyZHnsupc q 
rjgic UkMd 

fE 3570 b AT A endz jkypyr hcbqskpwdigqi 

c riyjjg i Ig 

PL 35-588 DATA br ddlnrwk I yqrgaqsApr Hbgqguyrc 
pnHjH Losq 

50 3590 data grrep julphgkn fc * tg«qpknc lr 

yrf jhI.SAA b 

0B 3600 PA f A giCCPkinkngaq biircLc^smbk 

gl ml wn iP 

JI 3610 DATA cppscqfwrfllr a Ldbwlsknyr f i 
ergiq p x u x 

DU 3628 DATA sIgirenjbkCbyj ASdPiftijqrBip 
lyhcIrdzab 

AC 3630 PATA £ bqsky j >g-E-UP*%P Fc flfi nqs J y-pkW 
bgjjn drift 

IH 30*8 OATA c jcskqLiHFbdgqf TWRC ipsqdvl rg 

j fim c isbs 


uerre gfti = 

HN 3 746 data y j jyke glHrcg i asi hernia juP 
i FViic*ibh 

HP 3750 DATA 1 npndkc r fsqjl ic kbwnrty jgtshc dd 

cpqHJ, ryir 

LG 3 7 60 DATA MrrM* jglbyC ty lqpsKdftykg jpsl-f 

CpdkPbnyqq 

H-5 377B DATA C q,ftf£ kyp i ruyga S J i»ybykM in I 6 
zrpcf ddiq 

PD 3780 D-ATA ybH jdZC pi qrcq I yknaikbftC yqc 
1fHUTpubMi 

y f 373ft DATA Hjbsqkgiihy&ecpzwndatiaiqr£t 

ui"i ypy> 

HU 3ft bd B-ATA kbd^EOiiyrrcypft E^jHlskainwr# 

yftMPMHC J1C 

FV 3016 DATA 116,104.104*104,133,213*104, 
24.105*4,133.286,1B4,133.285.104,133,2 
B4*104,133 J ZB J*104,164 J133*zoe 
ftO 3826 DATA 184x184.133,289,184,104,24,1 
01,209,133.207,186*213,240,ID,165*205, 
24,185,ft.133*705,185,286, 1B5 
UH 383ft BATA 1*133,20 6 j 88 2,2 08,248.16 0x8, 

162.0,196,209,144*19x196,207,176,15*13 

2*712,136,168 r 177,203,154 
HM 3840 DATA 712 r 145,205.733*IPS,0,2 4ft.4 x 
159.0,14a* Z05,28 0.192>BJ 708*224,166,Z1 
3,165,200*157,0,288.96 
CM 365ft OATA 24,60,122,126.50* 3P,54 
HX 3860 DATA Z4,69,94.126,66,35,108 
MM 3870 PAYA 24x50,10* 12.6,60,36.102 6 
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The database that’s as 

easytouseasaVCR! 


Superbase is easy to use 

If you're new to databases, or find 
them difficult to use, Superbase is your 
perfect choice. Unrivalled ease of use, 
u nsu rpassed power - a co mb i nati o n 
that's never been achieved before! 
Click you r m o use on the VCR style 
symbols to speed through your data. 
Pick out a single record in the blink of 
an eye. Complete complicated 
searches in an instant. Display your 
text and graphic files. 

VCR style symbols 

gdhqd 

Pause Stop First 

[^img 

Rewind Previous Current 

□ El El 

Next F/Forward Last 

Review records with CURRENT. FIRST 
LAST, PREVIOUS, and NEXT Scan 
automatically with FAST FORWARD 
and REWIND, Interrupt or terminate 
scanning with PAUSE or STOP. 


Key Look-up 



Call up a single record 
from a file instantly by 
clicking on this button. 


Filter 

Select and work with any 
category of records from 
your file. The Superbase 
Filter can be applied to several 
applications in turn - say from 
updating a sat of address records to 
printing labels lor the next mailing to 
that group. 



Superbase is relational 

Link files together in a free and 
flexible way. Form new links between 
files when ever you choose. Split one 
database into several or create a new 
database from information in several 
files. Save your Queries to use again. 

Superbase Is flexible 

Change file definitions at any time - 
add or delete fields, change their 
names or types, with no need to re¬ 
enter data. 


Unique visual database 

Click lhe camera gadget 
and view text or picture 
files alongside their 
database records. Spectacular slide 
show option! 





PERSONAL 

REM DATABASE MEM 


Specifications 


Fie Ids per record 

No limit 

Record length 

No limit 

Records per file 

16 million 

Files per database 

No limit 

Key fields per file 

999 

Files joined 

84 

Sort levels 

170 

Report break levels 

34 


"No limit" implies memory qr system 
dependent, 


For 100% IBM PC"" Compatibles 
(including Amstrad PC 1512™), 

Atari ST™ and Commodore Amiga™ 

£ 99.35 

PC version also available with 
GEM Desktop™ £149.95 

PC version with GEM Desktop™ and 

mouse £230,00 

(all prices include VAT) 

PC vers ions require 

■ 512KRAM 

■ Graphics Card (CGA, EGA or 
Hercules”) 

■ Mouse (Microsoft " Bus Dr Serial, 
Summa Mouse;" S urn irra Sketch™} 




For your nearest dealer calf: 

Xitan Limited (0703) 371211 
Lightning Distribution 01 ’965 5555 
SDL (UK) Ltd 01-309 0300 
Eltec Services Ltd (0274) 722 512 
GEM Distribution (0279) 412 441 
Precision Distribution 01-330 7166 
Software Exp ress 0 21 -328 3 565 

Hugh Symons (0202) 745 744 

CentreSoft 021-355 3386 

Software Limited 01-2782377 

Demonstration disks are available for 
£4,00from Precision Software. Send 
your cheque to: 

Precision Software Ltd, 6 Park Terrace 
Worcester Park. Surrey KT4 7JZ 


Precision Software has atrack record 
of outstanding success in productivity 
software: with over 450.000 users of 
its productivity software packages 
worldwide. Precision promises and 
delivers the best in reliability, 
performance and support. Precision 
Software acknowledges all 
trademarks referred to. 


Precision Software Ltd, 6 Park Terrace 
| Worcester Park, Surrey 
KT47JZ 

II Tel: 01-330 7166 

Precision Fax: 01-330 2069 
Software Telex:8955021 PRECISE 





















DO YOU KNOW WHERE 


YOU CAN GET 20 GREAT BOOKS 

FOR YOUR XL/XE, 

A DOZEN BOOKS FOR YOUR ST, 
OVER 25 DIFFERENT DUST COVERS, 

OVER 50 DISKS OF 
PUBLIC DOMAIN SOFTWARE FOR 

YOUR XL/XE, 

OVER 750 PUBLIC DOMAIN 
PROGRAMS FOR YOUR ST 

and more besides? . 



For your nearest dealer call' 

Xitan Limited (0703) 871211 

Lightning Distribution 01-965 5555 
SDL (UK) Ltd 01-309 0300 

Eltec Services Ltd (0274) 722 512 

GEM Distribution (0279) 412 441 

Precision Distribution 01 -330 7166 
Software Express 021-3233 58 5 

Hugh Symons (0202)745744 

CentreSoft 021-356 3386 

Software Limited 01-2782377 

Demonstration disks are a variable tor 
£4.00 from Precision Software. Send 
your cheque to: 

Precision Software Ltd, 6 Park Terrace 
Worcester Park, Surrey KT4 7JZ 


Precision Software has a track record 
Df outstanding success in productivity 
software; with over450,000 users of 
its productivity software packages 
worldwide. Precision promises and 
delivers the best in reliability, 
performance and support. Precision 
S oftware acknowledges a 11 
trademarks referred to. 

Precision Software Ltd, 6 Park Terrace 
Worcester Park. Surrey 
KT47JZ 

Tel: 01-330 7166 
Pnecisioo Fax. 01-330 2059 
Software Telex; 8955021 PRECIS G 









It’s all in the PAGE 6 Accessory Shop 
catalog ... and the price is right! 

For your FREE COPY ring the Catalog 

hotline NOW 



0785 57005 


or return the attached reply-paid card 
(no postage required in UK) 


EO 3000 DATA 0,227-, *9,235,427,119, 37* 0 
ql 3010 DATA Bj Z3O f iO2,t0.6fl4fllfll8ri 
CM 3020 DATA 0,230,1A3C. 60*24,56 , 56 * 0 
DD 3030 DATA 0,254* 106i 24, 40. 102,126,0 
IH 3840 DATA 0,24B*00*102,1021120*231*A 
liA .lot 0 DAT A 0*232,102,253*101,102.124*0 
I<! 3060 DA T A 0, 254,107*230* 118,102,1211,0 
EQ 3070 DATA Q r 24 P lZ0*i2O.,20* 74* 126,6 
QU 3000 DATA 8,120*162,76,2**54*126,6 
FK 30^0 DATA 0 j126 p 206 ,24illp102. 0 

70 3 iao DATA Bj12,28,60,100P254 P 12.0 
Oft 3110 DATA D r 2ili5b*252,5.102,124,6 
7H 3120 DATA 0,124,224, 124. 101,116,* 

CE 3138 DATA H * 254* 102.1 7,24,40,40 , » 

Hfc 3140 DATA 0 * 60 *162, E0,23O,i03*2E**0 
Cl 3130 DATA 0,Z34p102* 254 P Ej l2j 56.0 
IIU 3160 D*TA 0,17,6*3,5,16,7*3,3.10,0*17 
LN 3170 DATA l)p0p& J 15 i 16jl5 J H - Jljlljil^ 
*,7*6,7,*.4 

HA 3100 DATA 2,3*5,1,11.7,14,5,10,7.JBj1, 
16,11. ill 7,7,3* 5.7,3 * 17 * 1,17 « 2,7* 1,7,1 
4.3.5,11,1* 13.?. 14,6,10,0,23,0* *3 
JJ 3100 DATA 11 * a, 2* 7,0, 7* 10,7, 6, 11,11*-11 
, 5,3.p 4,0 ■ 5, 17,11.10,14,15,10,10,13*5,1 
, l,l, 11,15,11.1,17*13*If* 10.IB 
DK 3ZBU DATA 0,43,0*23 

FK 3210 DATA 12,1*16.1,5,4*14*4,18,11,10, 
a. 5 *13 *2,4. 2, » ,6* 4 * 2,11,15,17,l* r 17.0. 
17* 1*6,10. IE* 2,13,2,10,I»* 1* 

KJ 3220 DATA 0*23*15,7 

PM 3230 DATA 2*1.2,5*5,7,6,5.12,0*3,7,14, 
11,17,16,5*10.5*15^6,3*12*5,11,17,10,5 


HD 3 470 data zi^qgepcc 1 iyi^fa r twkf andrayhc 

phhi togiA 

EH 3500 DATA qUbanBpesevi fr ischCC jlgsv 
pyesv rfnq 

HO 351D DATA nqiUPP^nhy jy A»1 bit pskqaiw 
jyib fgdg 

TF 3520 DATA c. ltft phy jyWAiOU inui cr^hklS jP 

ypgy bdfr 

PH 35SB DATA cnqchrfygjylb K?aigailSl£UK 
tyJylbzpMd 

BA 3540 DATA cnqskdnHrzy jj lesiipggkbcay 

rfjnl nidp 

HE 3550 DATA y jzkb-gat fwait W lysuniPCpqugN 

hgl« -w wen 

YL TK6B data pEqqgtni icwzy jja fgnyzwniSMPEo 
rjgle DkHd 

f t 3570 DATA chdz jhypyrfml be bqskpHdZUA i 

erzo Jial 13 

PL 3506 DATA be ddni-Hk L yQriaqcnpc dbqqguyrc 

prKn.m i OS0 

50 35?n DATA grrepjHlPbskn TCafgoqphnclr 
gr f jiii Epqb 

AH 3E0Q DA I A yit C Pniwhngag bl IK i cqdxybk 
airnl wniA 

JI 3610 DATA cppscgfiwrslr 0 i dbwl Sic nyr I J 
crgjq PiUK 

DM 3620 DATA s i.girfcH jbfcc bvi qtqnig j jqrHSP 
LgkcIrdzab 

AC 3530 DATA t nqsky j iflpymp fC a ft HAS 1 VPky 
hgjjM drse 

IH 3D4B DATA c jFSkquiepb.dgqf rHurppiqdvirg 
JnflC isb5 
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Please send me details of what’s available 
from the PAGE 6 Accessory Shop 


Phone the 
catalog HOTLINE 
on 

0785 57005 



or return this 
Reply Paid card 
for your FREE 
catalog pack 


Name 

Address 


Please tick 

I am interested in □ ST □ 8-bit 


GET 

REGULAR! 


Please Mr Newsagent! 

I dDn‘t want to miss my copy of PACE © Atari Users Magazine. Please reserve 
me a copy every two months (published bi-monthly) 

starting with the 


Name .... 

MAKE SURE YOU Address ..... . . . . 

DON’T MISS YOUR - -- 

COPY OF PAGE 6 

BY COMPLETING FOR NEWSAGENT USE ONLY 

o ........ —mu Wholesale town .. . ... . 

Please add .....copies of PAGE 6 to my standing order starling with 

the......issue. 

Newsagent name... . . . . rq # . 


THE CARD AND 
HANDING IT TO 
YOUR NEWSAGENT 


Tel. No. 


books, etc, £450 secures. Will not split. 
Buyer collects N/W Lancs. Phone (0706) 
843065 

BOOKS: Atari Technical Users Notes, 
Computer Animation Primer, Inside Atari 
DOS, Mapping The Atari. Offers. Tel. 
Worksop 720727 

XL SYSTEM: 800 XL,1050 Drive (still 
under warranty), XC12 cassette, Well over 
100 games. Joysticks, mags and manuals, 
£299 Telephone 0920 8705! 9 

PROM PROGRAMMER: Fits into 
joystick port, complete with software, 
EPROMS and blank cartridge hoard £55. 
Also 48k Atari 400 with full keyboard and 
410 tape unit £55. Phone Gloucester (0452) 
33863 

XL, SltSl EM: 800XL, 1050 enhanced disk 
drive, 1010 tape deck, touch tablet, joystick, 
selection of tapes and disks. £170 ono’ Mav 
split. Tel. (0706) 3544577 

1029 PRINTER: Nearlv new, plus 
Atariwriter £90. Also Atari 800 plus Basic 
cartridge and manuals, excellent condition 
£45. Mapping the Atari (early edition) £5. 
f)e Re Atari £6 v.g.c. Write to F, Duggins, 
2B Hill Drive, Exmouth, Devon, EXH 4QQ 


seen. £250. Phone Darren on (0621) 732826 
after 7 p.m, 

XL SYSTEM: Atari 800XL, 1050 Disk 
Drive and XC12 Data recorder (still under 
guarantee). Software, manuals, dust covers, 
all in excellent condition. £200o,n.o. Tel. 
01-459 7923 Evenings (Willcsden) 

IS PLATE: 1050 IS Plate disk drive 
enhancement and Grabber Software. Only 7 
months old. £55 o.n.o. Phone Bradford 
(0274) 675739 After 6,30 p.m. 

XL SUPER SYSTEM: 800XL, 1050 
Drive with L\S. Doubler chips, 

SpartaDOS, DOS XL/2.0/2.5. All with 
original packaging and documentation, plus 
Atari Basic,'DOS manuals, memory map etc. 
Forty disks crammed with software, various 
Antic i Analog / PAGE 6 / Atari User 
magazines. £275 the lot’, Phone Mike 
Doyle, Derby (0332) 810785 


WANTED 


WANTED; Mapping the Atari, fairly cheap 
and quickly, preferably revised edition, A. 
Thompson, 135 Henlly’s Way, Si, Dials, 
Cwmbran, Gwent, NP44 7NF 


P.A.C.K.: Potteries All Computer Klub. 
For further details contact G. Tinsley on 
0270 766462 

ATARI HOME COMPUTER CLUB: 

Join today, For details and a free newsletter 
contact Richard at 49 Ambleside Road* 
Beck worth, Nuneaton, Warwick, CV12 
6RR, Overseas Applications welcome. 

SPENNYMOOR COMPUTER CLUB: 

For anybody interested in computers, we 
meet every Monday night at Spcnnymoor 
Leisure Centre in the Alpine Room at 6.30 
p.m. All ages welcome. Further info? Phone 
Teresa on 0388 813150 


YOU can use CONTACT. It is free of 
charge and Open to any notice 
connected with Atari with the 
exception of the Bale or exchange of 
commercial software, The Editor 
reserves the right to reject unsuitable 
notices. Please study the format of the 
present notices and draft yours . 
accordingly. Put your notice on a plain 
sheet of paper headed CONTACT and 
send to CONTACT, PAGE 6, P.O, BOX 
54, STAFFORD, ST16 1DR 
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business reply service 

Licence No ST 1169 


PAGE 6 MAGAZINE 
P.O. BOX 54 
STAFFORD 
ST16 1BR 
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feature I 



William A. Benbow reviews three 
software packages for your 8-bit 



r 


The combination of the study of one’s genealogy with the 
power of the computer makes for a fascinating hobby. I have 
traced my line back to that great British hero. Admiral John 
Benbow (1653-1702), and written and published his 
biography. All on my Atari 130 XE, 

If you arc interested in learning more about your roots, 
about your family history, then you should know about some 
very practical ways your Atari can help you. 

The task of searching for and finding your ancestors is 
much like that of solving an Agatha Christie mystery You 
start with some known facts, find dues along the way, and 
piece together a picture much like you would a jigsaw puzzle. 
With genealogy however, you find very quickly that you are 
overwhelmed with data and spend most of your time searching 
through your own notes. The computer can bring order to this 
chaos. It is superbly suited to store data, sort it, search for 
relationships, and print reports. 

Over the years genealogists have developed two basic 
farms to organize family history data, The first is a Family 
Worksheet w hich is used to record essential identifying 
information for each nuclear family, that is a husband, wife 
and children. Included in such a record are the names of their 
parents and dates and places for everyone’s birth, marriages, 
and death. The form may also include additional notes such as 
occupations, hobbies, and military service, It does not take 
long to develop hundreds of these family worksheets as your 
ancestral tree doubles with each generation, Genealogists also 
use a second form, the Pedigree Chart, to show these 
generations pictorially, Such a chart usually has room for four 
or five generations starting with yourself and working 
backwards through your parents, grandparents, etc, 

USING YOUR ATARI 

With a bit of imagination you can easily use a standard 
database program like Synfile to store your data. All of the 
information lends itself to being stored and sorted as fields, 
The drawback is that a standard database program is not 
designed to sort genealogical data in a pedigree format, so 
several programs have been developed specifically for Atari 
B-bit computers, to do just that. 

The simplest is FAMILY TREE by Harry Koons and 
available through Antic Magazine for §19.95 US plus §6 for 
surface or $10 for Air mail shipping. Write to The Catalog, 
544 Second Street, San Francisco, CA 94107, USA. This 
program is excellent for beginners as it is quite user friendly. 
It is written in Basic, requires 40K RAM, and produces four 
generation pedigree charts. Detailed and clear documentation 
. is provided on the back of the disk. It states: “The FAMILY 

TREE program lets you enter and display the names, births, 
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marriages, deaths, and a short biographical note for each 
person in your family pedigree, The screen displays a free with 
a unique cursor. You move the cursor about the tree using a 
joystick or the keyboard to select a person from the chart. 

Their historical data can than be displayed or edited on the 
screen.” 

Although a total of 24 generations may be stored on one 
disk, they must be broken down into separate files of 6 each. 
Pedigrees cannot be made which overlap files, so it is not 
possible to make a chart of your great-grandparent unless you 
start a new file with him, This involves a fair bit of 
duplication. Also, although charts may be printed in 10 
characters per inch, they are best printed in compressed mode 
(17 characters per inch) for readability'. The greatest limitation 
is that this is not really a database program. Data cannot be 
sorted by fields, and is quite restricted- Family worksheets arc 
not utilized so you cannot store information on siblings, 
cousins, etc. With FAMILY TREE you are limited to 
pedigree charts. 

MORE POWERFUL PROGRAMS 

To do more you need much more powerful programs. 
BRANCHES and its companion program TWIGS is just 
that, It is a genealogy database program specifically developed 
for Atari computers by Sysco Software, 939 Bross Street, 
Longmont, CO 80501, USA. Cost is BRANCHES $45, 
TWIGS $25. 1 am not sure of shipping costs. 

This program is also written in Basic and requires 40K 
RAM plus an Epson compatible printer, BRANCHES is the 
main database program and utilizes both individual and family 
worksheets. From this information it produces five generation 
pedigree charts, however no more than five generations can be 
stored on a disk, so pedigrees which overlap disks will involve 
a lot of disk swapping. On the positive side disks can store a 
large number of children’s records, including up to 160 
children for the 16 great-great-grandparent families. Disk 
space is also committed to a unique time line feature which 
gives brief accounts of selected events for dates between 1400 
and 1969, to provide historical perspective, 

The companion program TWTGS is designed to produce 
a descendants chart which shows children, grandchildren and 
great grandchildren of a given individual. It can also store data 
on cousins, nieces, nephews etc. and allows you to find the 
relationship between any two people on the same disk, 

This is an easy to operate and view program, well written, 
with complete step by step manuals. The main limitation is the 
restriction to five generations per disk and, being written in 
Basic, you may find searches a bit slow. 













NO LIMITS 

A third program available for Atari computers* lias been 
produced by William C. Walden of Direct Lines Software* 
4755 Bamboo Way, Fair Oaks, CA 95628* USA, Titled 
FAMILY HISTORY* it is available for 1139,95 US. 

It requires 48K RAM and is the most powerful of these 
programs. There is no limit to the number of family member 
records you can keep. Multiple disks arc possible, with each 
disk capable of storing 350 individual records of 41 fields each. 
Each record can contain up to four spouses and 15 children 
per marriage. It produces a five generation pedigree chart for 
any individual in the database, and a Family Group Chart on 
any individual, including all immediate family member’s 
names. As well it will print a report of all data from all records 
in the file and an index sorted by individual, number or name. 

A nice feature of this program is its easy to use menu and 
its capacity to compress data by removing the empty spaces 
between records when you make a back up copy. The main 
advantage, however* is its open-ended storage capacity. It is 
not limited to five or six generations so is much more flexible. 
Speed is another asset, since Lhe original Basic program has 
been 'compiled' and now runs ten times faster. It also supports 
double density. 

The pedigree chart is a bit disappointing in that it does 
not include place names or marriages. The FAMILY TREE 
pedigree chan is much superior, but is limited to four 
generations. Also I had difficulty' figuring out a good 
numbering system. The computer will assign numbers to 
individuals automatically, but since it allows a personally 
devised system, some greater instruction would be helpful. 

Of the three programs* I prefer FAMILY HISTORY 
because of its open-endedness. However* BRANCHES AND 
TWIGS has the added features of a time line to give context to 
one’s ancestors and also offers more in terms of tracking 
indirect relations such as cousins, FAMILY TREE is the 
easiest to use program and produces the best pedigree charts, 

GET SEARCHING! 

So there you have three programs which you can use on 
your 8-bit Atari to help in researching your ancestors. Perhaps 
you will find the search for your roots an exciting mystery to 
delve into* and you too may find an ancestor, such as my 
Admiral Benbow* worth writing about, • 

William A , Benbow is from British Columbia in Canada 
and is indeed a descendeni of the famous Admiral Benbow. He 
has written several articles for genealogical journals and computer 
magazines and recently published a biography of his famous 
ancestor produced entirely on his 130XE. 


ATTENTION ALL 1050 
DISK D RIVE OWNE RS!! 

Announcing the atl new ULTIMATE drive enhancement 

This Drive enhancement consists of a plug-in PCB, 
which can easily by fitted with our simple to follow 
instructions, 

The 1050 IS PLATE Disk Drive enhancement offers 
many features never before available in one 
UNIT: 

* Improved Drive speeds - up to TWICE normal 
loading speeds (Depending on disk format 
used), 

* Reduction of Drive WEAR and TEAR: now whole 
tracks can be stored In the Internal 16k RAM. 

* The IS PLATE can READ/WRITE a whole track h 
the time It takes a standard 1050 drive to 
READ/WRITE a single sector (Lp to FIVE times 
standard speed). 

* Supports double. Dual and Single Derates. 

* Sector SKEW Is now no longer required to 
obtain Hl-speed as wllh US Doublers. 

* Other Special features are: Slow down. Fast 
write. Fast read. Drive write lock. Skew on/off, Fast 
formatting. 

* Fast write with verify. TNs system Is faster than 
other systems which write without verily. 

* A double sided operating system disk Js 
supplied which offers the'following: 

IS Doubler, US Doubler. Standard 1050 and 
Archiver emulation. 

Track Tracer. Diagnostic tester, 46k and 128k 
Disk Backup utilities. 

' The PLATE can be made Invisible to software 
detection by either Slow down or 1050 emulation, 

* Supplied with detailed Information regarding 
software drive control to allow you to access the 
full potential of the PLATE, 

* Will run all available disk operating systems 
(Dos) Including: Sportados, Happy warp speed 
Dos, and 'other HIGH speed systems, 

' Wllh this system, up to sixteen drives can be 
connected and used. 

* A comprehensive 30 page bound manual Is 
supplied, This Includes fitting Instructions. 

* All registered owners will be supplied with any 
software updates etc for the price of Disk and 
return postage. 

Also supplied with 

GREMLIN GRABBER III 

COMPLETE WITH MANUAL 

Now with full Happy Laser compatibility 
(software supplied) 


This complete package 

NOW ONLY 

£89.95 

inc. Post/Packing and twelve months guarantee 

<A SAVING OF £24.95 ON PREVIOUS 
ADVERTISED PRICE) 


53 Rugby Rood, We* Worthing, 
Sussex BN11 5NB 
Tel: (0903) 40509 (24hi*> 
(0903)503711 (Bulletin Board 300/300 24h«) 
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Already No.l in 
Floppy Disk Drives 



Ymi can be sure 
we're going places 

with our new low 
-cost Hard Disk 
systems 


Reference standard technology, reliability and safety 
made Cumana the leading choice in floppy disk drives for 
the PC user 

Now we introduce a range of super fast, high quality, 
hard disk drives! The first in a whole series of new products 
for the Atari ST series. These new hard disk drives provide 
up to 60 Mbytes of formatted storage and offer increased 
power as well as capacity for the Atari ST series and 

compatible PCs, 

For sales information contact 
Cumana at the address below. ^ 

Trade enquiries welcome. p.|Q 

CUMANA' 

*7 The best name in memory 

Cumana Ltd 

PinesTrading Estate, Broad Street, Guildford, Surrey GU33BH 
Tel: 0483 503121. Telex: 859380 Fax: 0483 503326 _ 




ITEM No-. 

MCL-OO? 

MCL-Q63 

MCL-091 

NO -777 

WiC.L 43G 

MCL <150 

MVDLU2Q 

MVDU-13? 

MVDU-H5 

MYDU~2D0 

MVDU-111 

MVDU-217 


DESCRIPTION LENGTH 

ST Manila Cab^ 13 fin Dm Plug iO Open Erd 2 M 

520ST ioCenr«-oniCS Primer ? M 

'fifty D Plug re? Way CenUc^i'CI Hug. KUBbON 

6=2051 to CefllroniciPrinhe* ? M 

25 Wov O PKrg iq 36 Wy y Centronics FYug 
ST Due. Eattenskm Lf^id 1 M 

1 9 Way D Plug to 19 Wtiy D 5odcei 
ST FLgppy DrK D™ Ctoble 2 W 

i 4 P*", Dun Plug to 14 Pin Din Plug 
$T ip Dim. Di-rve-Shugurt I Interface ? W 

I4 Pm Dm P\ug to 34 Wcy IDC Sock-fl where 
Dfrve to be ronnetted Li used ■«??: Dmvfc B 
E20ST to Philips 0533 Monitor 2 M 

13 Pin Din Plug to Stdfi Plug 

57 la ColQuf Monitor 2M 

13 Pm Din Plug lb 2 * Phono F^jg;. 

S30STM71040ST ip SluiI TV 2M 

II3 Pm Din Plug to Scort Plug 

5T lb Mtrovitoc 1469A Monitor 2M 


13 Pin Din Plug Id 7 Pirl &n Plug + 5 Pin Cm 
Plug - 52QSTM& 1Q405TI ONLY 

STtabQtHCal&Lir Mo™ iAan Itocs — 

1 3Hit Din Plug to 2 x 13 Pin Din 
Swkab’ Switched Unit allows 
slmultarwQui i6rin«flon 
St to NEC Mum * ynt Monitor 2 M 

9 Way D Flugfo 13 Pin Din Plug wlti 
SwHc>i-Bfl*{Cfllour/Mofio Display) 

SI Io Philips ££73 Monitor 2M 

13 Pih Oin Plug 1e * Way D Socket 
via Switch Box (3 Display Modes) 


PfflCE 

7.25 

12.95 

12.95 
14.99 

17.45 

32.45 


9,99 

*,45 

10,99 

9,25 


25,99 


23.75 

23.75 




DUST COVERS 

L WD-Q03 530ST Keyboard 

LWD 005 5M154 Mo-mor 

LWU-Ott* 1029Pnntor 

LWD-QQ6 1MDST/5205TF Keyboard 
lWD 057 SMM SOI /&34 Prints 

LWC3067 SC 1224 Jailor 


7.35 

0.95 

7.95 

7.95 
7.9* 
0.95 


Thins |Lfi1 a sn^ll mlachontrom-gur range. 


Aik vO Mt locol dealer O- phor^Tor mnns details . . 

All tmees include VAT. Plecw wwd ehequflfi/P.O 5 and include !L 1 W pt?&1 Died packaging 1 a. 

LIGHTWAVE LEISURE LTD , P.G. 0OK 23, WALLA5EY, MERSEYSIDE L44 1 EW &i 

Phone 1)0511 639 W5fl and prder via ACCESS EiJ 


ARE YOU MISSING OUT? 

You've got lois of questions about your computer but don't 
know who to ask! We do! You're not sure which software Is best 
for your application! We do! You'd like La keep up to dale with 
new releases and be sure they are a good buy, hut who s going io 
tell, you* We will! You would love to gel to know oiher Atari 
enthusiast*, bus you don't know how! Wo do! You want to yet 
some of that -Public Domain’ software you Ve heard about, but 
whi?r« from? We know! You don't want to ieel like you're the 
only Atari owner in the world, but where can you turn too! Well, 
we can help! Great, bui who are you'^? 

We are she largest [and oldest) Atari Computer Owners Club 
in the U-K. For just per year you get help, assistance, hints, 
tips, friend*, pen pals, access tn PD software, up la date 
information, ggmes. uiiilties, hardware projects, software 
reviews, programming tuiorlals, and a glossy dub magazine 
every quarter. 

A club magazine as weld! One of those photocopied things 
that is unreadable, eh 1 Well no, it's professionally produced, just 
like this magazine you’re reading. JL s called MONTI OR, yo-u may 
have heard of it 7 Yes, friends of mine have read It and say it’s 
great! How- do 1 join the ckub and ^1 my copy of MONITOR? 
Easy just send a cheque or postal order fuf £5 00 to the address 
below requesting a four issue subscription. Overseas 
membership is fL-H.GO (surface) or £12.00 (Airmailj. 

You won’t be disappointed!! 

The U.K. Atari Computer Owners Club 
P.0. Box 3, Rayleigh, Essex, $56 SLR 

Independent User Group 
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Using GEM from C 
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Ftoto a collection of public domain ST ant. Author unknown. 

























SHIFT INTO 




20, 30,60 and 198 Megabyte drive* 
available 

Includes cables and hard disk utilities 

Attach mere than one SupraDrive to your 
system 

Up to twelve partition* 

Free back-up and caching software 
Comprehensive twelve month guarantee 
Can boot directly from the hard disk 
AH models have built-in fan 
Supplied ready to go 
Built-in power supply 


20MB £599.95 30MB £899.95 60MB £1699*95 
ALL PRICES INCLUDE VAT AND NEXT DAY DELIVERY 


“The SupraDrive is the necessary peripheral for any serious Atari ST user” 
— Tom Hudson (Author of Degas and Degas Elite) 



tier 

tware 


PQ Box 113, Harrogate, North Yorkshire, England HG2 0BE 
Phone (0423) 67140. Telex 265871 MONREF G Quoting 72: MAG 402 40 
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F-15 FOR ST! 



Microprose have some great news for ST flight simulator 
fanatics with the conversion of F-15 STRIKE EAGLE to 
the ST in late September at a price of £24,95, F-15 fl as 
already been written about extensively in many publications 
and fully reviewed in PAGE 6 but it will be exciting to see it 
using the full power of the ST, 


AlasrertronJc have begun to ship their ST games which all 
retail at £9.99, September releases were CHOPPER X and 
STRUCE. If the quality is good and they sell well, maybe it 
Will persuade other manufacturers to offer games software at 
more reasonable prices. 


A new budget range for the ST comes from ANCO who have 

l cross ' llcensm 8 deal Kingsoft of Germany. Kingsoft 
have a large number of games and utilities for various 
machines but at the time of writing it was not clear what would 
be available for the ST. If the quality is good, it looks like 
budget software for the ST has finally arrived. 


ANTIC Software has released BASE TWO, a new database 
which is essentially a powerful extension of DB Master One 
which many owners received free with their ST. BASE TWO 
IS entirely RA.M based for speed and has many powerful 
eaturcs together with a flexible report generator that is 
compatible with all ST word processors. 


Electronic Arts recently launched their U K, subsidiary 
Company with a Little party on the Thames at which they 
announced a new marketing strategy for the U.K, whereby the 
ompany will distribute direct, to retailers thus ensuring that 
there is a greater awareness of Electronic Arts products at the 
level where it is most important. Electronic Arts will be 
supporting the ST with titles such as BARDS TALE 
GHESSMASTER 2000, MARBLE MADNESS and 
? E ? A " ^ LITE w bich will all be repackaged and re-priced 
or the U K. Electronic Arts will also distribute for affiliated 
labels and have agreements already with CRL and Nexus 
whose titles ACADEMY and SKULLDIGGERY for the ST 
are already in the shops, 


Electric Distribution, who already handle Antic Software’s 
products in the U.K, now have a special ‘bundling’ deal with 
Timeworks whose three business packages WORD WRITER 
ST, DATA MANAGER ST and SWIFTCALC ST can be 
had for only £149 for all three, a saving of £1 JO! Also included 
in the deal is a subscription to SoftJine, a software support 
service for these products. 


Infocom have a most unusual offering of eight short stories 
that are not so much adventures as a series of wordplay 
puzzles. Even the title will get you thinking, NORD AND 
BERT COULDN’T MAKE HEAD OR TAIL OF IT! 
Written by Jeff O Neill, author of Ballyhoo, it contains all the 
humour and intellectual challenge of Infbcom’s adventures but 
is designed for those who fancy solving a puzzle in an evening, 
Each ot the eight tales will only take a few hours to solve but 
will challenge you to the full. Price is £29.99. 

English Software, once well known for its support of Atari, 
is slowly coming back to the Atari fold with a new ST release, 
LEVIATHAN, which is not, as you might suspect, about 
whales, but is an arcade style shoot ‘em up which looks from 
the screen shots to be quite similar to Zaxxon. 

Meiacomco have been busy upgrading various products and 
now have LATTICE C Version 3.04 which seems to have all 
Icatures necessary to make it the leading C development 
system for the ST, The new version costs £99.95 but upgrades 
are available to existing owners for £30, Also released is 
PASCAL 2 which provides an iSO standard core but with a 
targe range of extensions for programmers who wish to access 
the power of the ST. There are many enhancements to the 
program and a new manual of over 700 pages giving program 
developers another powerful tool for the ST. Price is £f!9.9S. 




software lined up for the ST. Many of these have a typically 
French style and some unusual themes. Here we go. 
SIDEWALK is a mono program in which you have to retrieve 
you stolen motorbike and collect your girlfriend with some 
tickets for a concert! L’AFFAIRE is another in the successful 
Crime senes where you travel seven European Cities trying to 
prove your innocence having been accused of a crime vou 
didn’t commit. THREE MUSKETEERS is based on the 
famous book and is m adventure set in eighty graphical 
locations. Off you go, D’artagnan! PASSENGERS ON THE 
WIND II, is naturally the sequel to the first graphic adventure 
and con tinues the tale to regain the birthright of a deposed 
noble lady. Following in October is CHAMPIONSHIP 
WATER SKI in which you can take part in three events in the 
World Championships. Phoenix is a shoot ‘em up game where 
you have to keep the space lanes open fighting pirates and 
hijackers. BIVOUAC promises to be one of the most unusual 
and interesting games being a mountain climbing simulation' 
Now you will be able to find out what Chris Bonnington does 
with his computer! There’s more! In November you should 
see SPACE RENEGADE, PROHIBITION 2, THE 
GRAND VIZIR - IZNOGOOD, BUBBLE GHOST. 
STRYFE 2 , CRASH GARRETT, CRAFTON 2 
ANACONDA HI, BOB MORANEI and CAPTAIN 
BLOOD, More details as they are released. Talk about 
prolific output! 
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• Printers. Since Calligrapher works 
Linder GDOS it will work with any printer 
supported by GDOS. At the moment we 
supply GDOS drivers for Epson FX and 
compatibles (9 pin). Star NB15 24 pin, 
Printout samples from the Epson and 
Atari laser are available on request. 
Hopefully the range of GDOS printers and 
fonts will increase over time and these 
will be made available to Calligrapher 
Owners as and when we receive them. 


• Boxes, and line styles. This simple, but 
very effective, feature enables boxes to be 
placed around any part of the text, such as 
headings. Also a variety of column break 
lines ran be placed in the text to liven up 
the appearance of documents. 

* Multi-page preview. One, two or 
eight page preview facilities are 
available. This shows an accurate scaled 
down image nf the final page, including 
graphics etc,, and enable the overall 
document layout to l>e checked prior to 
printing. 


» Auto page and paragraph numbering. 
Page numbering is, of course* supported, 
hut in addition there are facilities tor 
automatically numbering any sequence of 
objects such as paragraphs* or chapters etc. 
It a new paragraph is inserted then all 
subsequent paragraphs Can be 
automatically re-numbered. 

D 

* Powerful search and replace. 
Calligrapher provide* very extensive 
search and replace facilities, allowing 
single and multiple wildcards and the 
ability to search for embedded codes for 
font changes, graphics, rulers etc. 


for the Atari ST 


• Formulate functions. Complex formulae 
are difficult if not impossible to create in 
most word processor*. Calligrapher has a 
special formulae creation mode that 
supports over 60 common mathematical 
symbols and Greek letters etc. Sec 
examples. 


* Spelling checker. A 60,(100 word ^ 
dictionary allow* very fast spelling 
checking—even checking as you type with 
no loss of typing speed (KMO only). 
Misspell words are shown high lighted in 
context, and Calligrapher will suggest 
some alternatives, at this point the suspect 
word may be ignored, corrected or added 
to the user dictionary. 


Desk File Edit Find Font Fornit Insert T<flS hi sis Idea Box Art 

.UNTITLED, CflL i: .....] 


Formulae functions in CaWgrapher 

A series of embedded commands may be turned into a 
formula by using the Make a formula ' menu option. So 
this line - 

"suni(*=0. ^"infinity 3 w roott{ w ovei<yx,i+l)))) 

can be turned into this - 

X=Q0 


• Outlining facilities. Calligrapher 
supports a highly graphical, out liner, or 
ideas processor. This helps in the creation 
of complex documents and helps the user 
create the correct structure for a document 
before writing in earnest. The outline for 
a document may be displayed graphically 
as a tree structure nr may be pasted into 
the document in a more traditional textual 
way with each l leveT of the structure 
being further indented. 


* A full specification is available on 
request. 


Computer Concepts Ltd 


24 hour despatch service available—Just 
ring 0442-63937, 


Gaddcsden Place 
Kernel Hempstead 
Herts HP2 6EX 
"1 el 0442 63937 


• tin port and export. A variety of utilities 
are supplied on disc that allow text to be 
imported from ASCII or Isi Word files 
and output as ASCII. It is also possible to 
convert Degas and INeochrome to the 
required .IMG monochrome format. 

• Keyboard shortcuts. Being menu driven 
makes Calligrapher easy to learn, but the 
experienced user will probably find these 
cumbersome. Therefore the program 
supports keyboard shortcuts; to all the 
common Calligrapher functions. 

• On the page graphics. Calligrapher can 

import both .GEM and .IMG graphic* 
files and display them anywhere on the 
page. The user may re-scale any graphics 
images (either enlarge or reduce) to fit the 
required space- Conversion utilities are 
provided that allow Degas and Neochrome 
pictures to be used. If you don’t want to 
import the graphics from other program* 
then Calligrapher contains its own 
drawing tools, T 


The docuinenl processor far the Atari 
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OTHER CALLIGRAPHER MATURES: 


• Substitutes. Commonly used phrases or 
long words may bo assigned to special key 
combination*. 

• Multi-line footers, headers and 
footnotes. 

• Table making facilities. 

• Text mode. For quick text only printing 
or for driving printers other than those 
supported by GDOS—even daisy wheels. 

• Mail merge. Multiple field records may 
be merged with a document as it is printed 
allowing such things as personalised letters 
etc. 


Package includes Installation details 
Price £69.00 fine VAT and postage) 


• Calligrapher works with die Atari 520 
S l (with some restrictions on (be number 
of fonts and the dictionary) and tin the 
1040 and Mega STs. It also supports both 
Mono and colour medium res. monitors. 
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This is the third pari of this series 
which looks at the use of the ST’s GEM 
interface from C, In it we shall take a 
third (and for the moment final) look at 
the graphics functions available from 
GEM and add another demonstration to 
the program we have been developing. 

The accompanying listing is for the 
fourth demo. You will see that there are 
two additional global declarations for 
functions returning WORDs and a few 
lines added to mainQ to allow the new 
demo to be called. Once you have got 
this typed in and successfully compiled, 
pressing any key (other than the space 
bar) at the end of the third demo will call 
the function demo4(), To exit this demo, 
press either mouse button to rerun the 
whole program, Or both buttons together 
to exit back to the desktop, 

DEMONSTRATION 4 

The purpose of this demonstration 
is to draw a series of ‘wireframe 1 globes 
having a 3D effect. To make things more 
interesting the globes will be of different 
sizes scattered randomly over the screen. 
It starts off with the declaration and 
initialisation of some auto variables. The 
variables color and max_color limit the 
colors used in drawing the globes, so that 
only the color indices 2 to 7 inclusive are 
used. This is solely out of personal 
preference, and you can use the full 
range of colours (1 to 15) if you wish. 
Variables max_rad, high_x and highly 
impose limits on the size and position of 
the globes and again can be changed if 
you wish. 


The next five lines should be 
familiar by now as we have used these 
functions before. The function 
vsL-Color() is one of the attribute 
functions, and sets line (as opposed to 
text or fill) colour. It has the same 
parameters as the related functions 
v$i_color() or vsLcolorQ. The next 
group of lines use a function we have not 
met so far. The problem with this 
demonstration is that we don’t know 
exactly where a globe is going to be 
drawn, since we are using random 
numbers to determine size and position. 
The result is that a globe drawn near (for 
example) the left or right edge of the 
screen might ‘spill over’ the edge, In this 
case pan of the globe will be drawn on 
the opposite side of the screen, which 
doesn’t look very impressive. 
Alternatively a globe at the bottom of the 
screen would overwrite the title of the 
demo. We could get round this by 
ensuring that the positioning of the 
globes was such that they could never 
approach the edge, but then they would 
tend to all be concentrated in the centre 
of the screen. What is needed then is a 
method of restricting - or clipping- 
graphic output to a defined area of the 
screen. It won’t come as a surprise to 
find that GEM provides exactly that 
facility. 

The function vs_clip() sets up a 
graphic clipping rectangle, It is called 
with the following parameters: 

vs_clip( device handle, clipping flag, 
rectangle coordinates array) 


The coordinates array is an array of 
four sixteen-bit words. The first two 
words contain the x and y coordinates of 
the upper left corner of the clipping 
rectangle, while the second two words 
contain the coordinates of the diagonally 
opposite comer. When the function is 
called, it will restrict graphics output to 
within this defined rectangle. The 
clipping flag simply indicates if clipping 
is enabled or disabled. If it has the value 
1, clipping is enabled; if 0, dipping is 
disabled. Note that on first opening a 
virtual workstation clipping is disabled. 
The clipping rectangle used in this demo 
uses the whole screen except for 10 pixels 
at the bottom, which is where the title is 
printed. 

We now enter the main loop of the 
function. Each pass through the while 
loop draws another globe, then checks to 
see if the user has pressed one of the 
mouse buttons. If a button has been 
pressed, the while loop is terminated and 
the function waits in another loop until 
the button is released again. It then 
disables the clipping rectangle in case it 
interferes with the output of one of the 
other demos and finally returns the 
number of the button(s) pressed to 
main{), 

THE MAIN LOOP OF 
THE DEMO 

This is straightforward. Each pass 
through the loop, the size of the globe 
and its position on the screen is 
determined by three calls to calc_num(), 
discussed further below. The fill colour 
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is then set to zero (background colour) 
and the function v_ellipsc() is called, 
which draws a filled ellipse on the screen. 
Since the fill colour is the background 
colour, the result is to clear an area of the 
screen where the next globe is going to 
be drawn. If this isn’t done, the new 
globe overwrites the old one which tends 
to look a bit of a mess. In fact, if I 
remember my geometry correctly, what 
v_ellipse() draws is not an ellipse (a 
shape which has two centres, not one as a 
circle does) but an oval, which can be 
t thought of as a circle which has different 

radii in the x and y planes. Be that as it 
may, the function is called with these 
4 parameters: 

I 

ft 

v_elJipse( device handle, 
centre x coordinate, centre y 
coordinate, x radius, y radius ) 

As indicated above, this function 
uses fill attributes. Clearly, if the x and y 
radii are the same you get a circle - or do 
you? The answer is that you do in low 
resolution (and probably also in high 
resolution, though I haven't been able to 
try it) but definitely not in medium 
resolution. You may have been 
wondering why we aren’t using v_circle() 
for this purpose if we want to draw a 
circle, I originally wrote this demo as a 
stand alone version to run in any 
resolution, and I found that in medium 
resolution v_circlc() didn’t clear the 
correct area for the new globe. This is 
due to the shape of the pixels which are 
more or less square in low and high 
resolutions but are significantly taller 
than they are wide in medium resolution. 
If you use v_ellipseQ with identical x and 
y radii in this mode you get a 
pronounced oval, not a circle. The 
people who implemented GEM for the 
ST must have realised this problem with 
medium resolution, and ensured that 
v_cirde() would draw a true circle, not 
an oval. Consequently, v_circle() does 
t not clear a sufficient screen area in this 

mode and v_ellipse() must be used 
instead. Although this demo is intended 
for use in low resolution, I have left it as 
v_cllipse0 in case you want to try 
converting the demo to run in other 
resolutions. 

Having cleared the way for the new 
globe, the line colour is set to the current 
value in the variable color and 
temp_radius is initialised. The function 
v_elkrc() is then called to draw' the 
outline of the new globe. This function is 
analogous to v_ellipse() except that it 
uses line rather chan fill attributes, and is 
supplied with two extra parameters to 
enable part of an ellipse (i.e, an elliptical 
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arc) to be drawn if desired. These two 
parameters {starts and stopa in this 
program} are the beginning and end 
angles for the arc, and are expressed in 
tenths of a degree. By setting them to 0 
and 3600 respectively, we get a complete 
circle (this is similar to v_piesUce() which 
we used in the first demo in this series). 
There is of course a similar function 
w hich uses fill rather than line attributes; 
this is v_cllpie0 which has exactly the 
same parameters as v_ellarc0- 

We now enter a second while loop in 
which the interior lines of the globe ate 
drawn, Function v_ellaro0 is called twice 
each pass through the loop to draw a 
series of ovals w ith steadily decreasing 
radii in both the x and v planes. It is this 
which gives the wireframe 3D 
appearance- The loop terminates when 
temp_radius becomes zero or less than 
zero. The value of color is then 
incremented, and if it exceeds max_color 
is reset to 2. 

USING RANDOM 
NUMBERS 

It only remains to discuss the 
workings of the function calc_numQ. 


Two parameters are passed to the 
function, which are the minimum and 
maximum values of the random number 
to be returned. To generate the random 
number I have used the function randQ 
which is part of the ANSI standard for C 
and therefore should be part of the 
standard function library in all 
compilers. It returns a random number 
in the range zero to the maximum 
positive integer value for the compiler, 
This is an important concept, since it 
means that with Lattice C (used to write 
this program) which uses 32 bit integers 
the range of numbers returned by randQ 
will be 0 to 2,147,483,647 - hence 
vaL_max is set to this figure. If you use a 
compiler which uses 16 bit integers, you 
should change this figure to the 
maximum positive integer value 
obtainable, which is 32,767. 

If we divide the number returned by 
the call to randQ by the maximum 
positive integer value, we obtain a 
number in the range 0 to 1. This number 
must be a floating point number, 
otherwise the decimal part will be 
discarded. Therefore vaLtemp and 
vaL_max are declared as doubles - 
Muhi plying this figure by the upper 


limit and adding the lower limit gives us 
a figure in the range we want. Since this 
is still a double, it is cast to a WORD 
before returning it to the calling 
function. 

I don’t claim this is the best way of 
generating random numbers, but it 
works for this program, If you use it in 
other programs, one thing to beware of is 
that the maximum value returned by 
calc-numQ is not the upper limit you 
pass to it, but the upper limit plus the 
lower limit value, You may need to 
adjust the upper limit parameter 
accordingly. 

LOOKING AHEAD 

In these three articles wc have now 
looked at a reasonable selection of the 
graphics functions available from GEM. 
Other than the number and variety of 
different functions there is nothing 
particularly remarkable about any of 
them - though the GEM interface does 
make them iasy to use. In the next article 
in this series, we should start to look at 
those functions which make GEM really 
stand out, namely the construction and 
use of windows, menus and dialogues. • 
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THE SERIOUS ST 


LATTICE C 
Version 3,04 
Metacomco 
£99.95 

Reviewed by 
Ma tthe w Jon es. 


Some time ago I reviewed the 
Lattice C compiler but Metacomco 
have now released a new version which 
is a major revision, including many 
more features r As a regular user of the 
compiler, I was very pleased to receive 
the new version as it has many new and 
very powerful facilities. 

The manual is now a massive 3cm 
thick, with about 700 pages. It covers 
all the new features starting with 
general information about using the 
compiler, the language definition and 
the way it uses the computer, the 
compiler options, and how to use each 
of the new utility programs - Debug +, 
Ed, Krsc, Link, Make and Menu + . 
The complete C system library is 
covered together with GEM library 
functions and there is a bibliography, 
error messages, recent changes, 
example programs and finally customer 
support. 

The three disks supplied provide a 
complete C programming environment. 
Two automating systems are provided: 
Menu + which is suited to 
development of single source file 
programs (lots of them), the latest 
version of which solves minor problems 
that have been found as well as adding 
more functionality (like a program 
path) and Make which is the only sane 
way of managing a multiple source file 
program - again it has been improved. 

A new GEM version of ED uses all 
the old keystrokes of the text mode 
version, but allows editing of four files 
simultaneously - generally a great 
improvement. It does have some 
problems however, like the inability to 
copy a block from one buffer to another 
- you have to write it to disk then read 
it back. The compiler has more 
facilities to improve it, and it now 
supports the proposed ANSI standard 
‘void’ and ‘enum 1 types, argument type 
checking, and complete structure 
passing (call by value). 

Krsc is a GEM resource editor, 
written by Kuma, as reviewed by 
myself in a previous issue. As I said 
then, Krsc is a very capable program. 
Link is the linker from GST, as 
supplied in the previous version. 

Debug + is totally new, It is a 


symbolic machine level debugger. It 
has definable macros, which allow you 
to perform complex interrogations of 
your data, and the best thing of all is 
the ‘backtrace’ macro which allows you 
to wait for your program to bomb, and 
then find out the sequence of calls and 
parameters which caused it. I cannot 
give a complete description, but if you 
are stuck with SID, buy this - it’s 
invaluable. 

Over half the manual is used to 
describe the library functions. All sorts 
of really useful functions have been 
added, which I became jealous of on 
the IBM PC, and now have full access 
to on the ST. New functions include: 
qsort() - sorts any size array, getfnlQ - 
gets filename list (reads a directory in 
one go), time(), fopeneQ - open a file 
with environment search, getdfsf) - get 
disk free space, getftQ - get a file’s 
time. Many of these can be done 
yourself with Gemdos cal ls, but isn’t it 
nice to have it done for you? There are 
many more - about 340 functions 
altogether. 

Also included on disk is the source 
for the startup code so that you can 
customise it. The libraries are provided 
in two forms, one for GST Link, and 
one for Link68 — the rival linker (not 
supplied). 

If you don’t already have a C 
compiler, then you cannot get better 
value for money than Lattice C version 
3,04. If you already have Lattice C, 
then you can upgrade for a reduced fee 
to a much improved package. If you 
already have a compiler, and are 
looking to a more capable compiler 
then look at Lattice. Note that while 
Lattice C is not the fastest to compile, 
it does produce code that is generally 
very fast. Personally, I have found it 
very reliable, and the support is good. 

Overall, Metacomco have 
produced a very professional system, m 

SUPER 

DIRECTORY 

Michtron U.K, 

£24.95 

Reviewed by 
Matthew Jones 


It came as a bit of a surprise to me 
to find that Super Directory from 
Michtron U.K. (formerly Microdeal) is 
actually quite good. As regular readers 
will know, I have become rather 
disenchanted with their utility products 


(especially Sprite Construction Kit), 
but this is an exception. Super 
Directory is a disk organisation 
program, allowing the quick location of 
a file in a collection of disks. 

Don’t think that I am totally won 
over though! The same old manual 
writer has had a go at this manual 
which starts off by explaining a few 
terms, like records and fields, but 
explains it all backwards. Also included 
is an awfully off-putting mathematical 
explanation of'sets’ which adds to the 
confusion. Once it has passed the silly 
stage however it does have useful 
information, covering the main 
features. 

Super Directory is a GEM based 
application. The main operation 
revolves around dialog boxes. The 
main dialog has a list of files in a large 
box, with buttons on the right hand 
side to select options. To add a disk to 
the directory the ADD button is used. 
This produces another dialog with a 
‘disk number’ field in which you can 
enter a three letter code to identify the 
disk with, a ‘disk to read’ field, and the 
number of records free (dependent on 
memory - 3415 records (files) on my 
512k machine). When you click on OK, 
it reads each directory on the disk, and 
reads all the disk file information. You 
are then left in the ADD dialog ready 
to add another disk, When you have 
added your disks, you are given a 
sorted display of the files. The sort can 
be done according to various categories, 
including disk, filename, extension, and 
time. You can scroll up and down the 
display, and select individual files, Each 
file can have a remark and a category 
added (to facilitate sorting by user 
type), You can FIND a particular file, 
or type of files, and then move to the 
next in the list found. 

The most useful is the PRINT 
button which allows you to get a 
printout of your information in various 
formats (full pathnames, full remarks, 
filenames 3 across, pathnames 2 across, 
remarks 2 across), and according to the 
current search pattern. The printout 
allows you to refer to the information 
outside of Super Directory . 

The information read from the 
disks can be stored on disk for later 
retrieval. If the file gets too big, 
subsections can be filtered off into 
other files. 

Super Directory is not brilliant, 
but does do its job, and is not hindered 
too much by the manual. If you need a 
program to keep track of your disk 
directories, this program certainly 
merits examination. • 
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FLASH 

ANTIC Software 

09.95 

Reviewed by 
John S Davison 


Isn’t it scrange how some software 
feels ‘right’ almost as soon as you boot 
it up? I had that feeling with FLASH, a 
communications program from Antic, 
and after using it for a while I can 
honestly say that my initial impression 
was correct. 

For £39.95 you get a cardboard 
bookform package containing a single 
sided disk and a 60 page instruction 
manual. The latter is clearly written, 
but I did find some topics a little 
fragmented. The program disk isn’t 
copy protected, so you can easily make 
a backup copy or install it on a hard 
disk Thank you. Antic, for this 
sensible policy. 

Installation is simple, in fact you 
could, if necessary, run a comms 
session with the disk as supplied, 
however, you’ll probably want to 
personalise it to suit your way of 
working and that’s very easy to do. 

Like most communications 
programs, FLASH has two modes of 
operation, known here as terminal 
mode, and capture buffer mode. You 
can quickly switch between the two 
with the press of a mouse button. It’s 
from terminal mode that you conduct 
an online communications session with 
a remote computer system. Capture 
buffer mode is FLASH’S offline control 
mode, where you can examine and 
manipulate the contents of the capture 
buffer, set up and edit various control 
files and parameters, and so on, 

FLASH can be driven in several 
different ways; through the keyboard, 
using full command words, 
abbreviations, or Alt/Key 
combinations; or by using GBM’s 
mouse and menu facilities. As you 
become familiar with FLASH’S 
facilities you can progress to quicker 
ways of working - a nice design feature. 

There are over 60 commands to 
learn, but you’ll only regularly use a 
small subset of these. The manual 
includes an alphabetically organised 
reference section, which briefly lists 
and explains them all and there’s also a 
Help command available giving 
on-screen assistance with the most 
often used features. 


TERMINAL MODE 

On startup, you find yourself in 
terminal mode. This screen isn’t a 
GEM screen, so there’s no mouse and 
menu options. Normally, anything you 
key in here gets transmitted. Current 
terminal parameter settings (such as 
baud rate, duplex, etc.) are shown on a 
status line at the bottom of the screen, 
This line also displays a real time clock, 
which can show either time of day or 
elapsed time - an extremely useful 
feature. 

You may wish to issue a FLASH 
command from this screen, so to talk to 
FLASH rather [ban the remote system 
you have to first press the INSERT 
key. This turns the status line into a 
command input line. Following input 
of the command, the line turns back 
into a status line again. Neat design and 
quick to use! 

FLASH’S terminal mode screen is 
a true SO x 24 configuration in medium 
resolution. It can also operate at 80 x 48 
in high resolution, but I couldn’t cry 
this as I don’t have a monochrome 
monitor, I found the display to be clear 
and perfectly legible, thanks mainly to a 
sensible choice of screen colours and 
text font. 

CAPTURE BUFFER MODE 

Capture buffer mode presents you 
with a GEM screen, so permitting 
mouse and menu control. Its simplest 
function is to give you a window onto 
the capture buffer. This is a large area 
in memory into which you can choose 
to automatically store anything 
appearing on the terminal mode screen 
(either keyed in by you or received 
from the remote system). You can 
switch into capture buffer mode at any 
time and view anything that has 
scrolled off the terminal screen. 

But capture buffer mode gives you 
much, much more than this. It has 
built-in word processor-like facilities, 
allowing you to create, edit, and save or 
transmit all or selected parts of the 
buffer, those parts being defined by 
block start and end facilities. You can 
then save, delete, print, transmit, copy, 
move, or even append a block to an 
existing file. There’s also a search 
feature, permitting you to quickly 
locate a specified character string in the 
buffer. And you can insert an existing 
file into the buffer at the current cursor 
location- All this gives you fantastic 
flexibility for offline preparation of 


items for transmission, saving you 
money on expensive connect time and 
phone charges. 

Capture buffer mode is also used 
to customise FLASH for your own use, 

It has facilities for setting up one or 
more ‘dial directories’, which hold the 
names and phone numbers of your 
favourite bulletin boards and services, 
Assuming you have an autodial feature 
on your modem, dialing a service is 
reduced to a couple of mouse clicks. 
Obviously, different services have 
different terminal configuration 
requirements, so FLASH allows you to 
define configuration files and load them 
in when needed. 

AUTOMATIC 

Probably the most impressive 
features of FLASH arc its built-in 
automation facilities. Rather than key 
in commands singly, you can batch 
them together in ‘DO files’ using 
capture buffer mode facilities, so they 
look like a program or macro. They 
may then be saved on disk and executed 
when required via the DO command. 
DO files may be nested to three levels, 
giving the potential for some pretty 
fancy processing, 

A DO file can be linked to a phone 
number in the dial directory, and is 
executed automatically following 
successful connection with thaL 
number. You can also arrange for a DO 
file to be automatically executed 
immediately following boot-up. 

The DO file can contain a mixture 
of FLASH commands, modem 
commands (for intelligent modems) 
and data to be sent to the remote 
system. You can also perform such 
things as redial of engaged numbers, 
test for character strings received from 
the remote system, pause for a specified 
time interval, wait until a specified 
time, and many other useful functions. 
It’s possible to completely automate an 
online session, for instance to dial a 
service at a given time. Jog on, look for 
your mail, download it, save it to disk, 
log off, and sound a bell to tell you it’s 
finished. I’ve tried many of these 
functions and they all seem to work. 
Now I know why it’$ called FLASH! 

Another way of automating 
FLASH is via programmable function 
keys. You can define up to 20 of these, 
each one having a string of characters 
assigned to it. These can be FLASH 
commands, or anything else you want. 
The manual wasn’t dear on maximum 
length allowed, but it appears to be 
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around 30 characters, If you need a 
longer length you can link function 
keys together using a 'GO function key’ 
command as the last part of a given 
function key string. The end result is 
that you can input the whole character 
string in terminal mode by pressing just 
one function key - very useful for 
log-on sequences, for instance. The 
definitions may be saved to disk and 
loaded in whenever required, 

BULLETPROOF ™ 

FLASH is advertised as having 
'bulletproof* file transfer facilities, It 
handles ASCII or XMODEM transfers 
directly to/from disk, and has facilities 
for varying parameters to suit a wide 
range of remote system requirements, I 
can't verify it is bulletproof in all 
circumstances, but it has certainly 
worked successfully on the downloads 
I've tried so far. 

Another feature worth mentioning 
is FLASH’S translation table facility. 
This allows you to do such things as 
access bulletin boards designed for 
specific non-Atari machines, and to 
handle any strange control characters 
which might otherwise drive your Atari 
crazy. Another use would be to 
implement a simple form of 
encryption/decryption between two 
FLASH users having the same 
translation table, i.e. a basic Security 
system. Translate tables, like all other 
customisable features in FLASH, may 
be saved to disk and loaded in as 
required, 

IN CONCLUSION™ 

My overall assessment of FLASH 
is that it’s an inspired piece of 
programming, It’s reliable., easy to use, 
offers useful features rather than 
gimmicks, and sells at a reasonable 
price. 

The main fly in the ointment is 
that it doesn't support PRESTEL type 
systems. However, it works OK in V23 
mode (1200/75 baud) on text only 
systems - at least, it does with my 
Miracle WS4000 modem. The other 
(admittedly esoteric) missing feature is 
the ability to handle auto-answer — you 
can’t dial into your own system from 
elsewhere to access or upload your own 
files. However, Antic have recently 
released an accessory package which 
adds exactly this feature and much 
more besides. If they could do the same 
with PRESTEL type support, FLASH 
would be unbeatable. But if you don’t 
need this, it’s a winner anyway! * 


K-ROGET 

Kuma Software 

£49,95 

Reviewed by 
Matthew Jones 

For many years I have had by my 
desk both a dictionary and a thesaurus 
for when I am writing. Every so often, 

I find myself thinking 'is that really 
how it is spelt?’, but even more often, 
'there must be a better word’. A 
thesaurus is u dictionary of synonyms - 
words with similar meanings. The 
thesaurus I have is small, never seems 
to have the word I require and it takes 
time to- search for more alternatives, I 
have always thought that this was an 
obvious task for my computer. 

K-Rogcr, by Kuma, is designed to 
provide just such a facility, I started 
eagerly by reading the 18 page manual 
but soon became lost as it switched 
from topic to topic so Jet me try and 
give you an idea of the program 
without the manual, K-Roget is 
installed as a Desk Accessory, To select 
a word, you select the K-Roget option 
in the desk menu and then type in your 
word. If you have K-Word 2, you can 
use a menu option to send the current 
word to K-Roget automatically but this 
option is not available with other 
software. K-Roget will search its files, 
and produce a list of similar words. 
Three slider bars allow access to more 
words, the top bar selecting alternative 
references (e.g, broadside is in with 
synonyms like flank, salvo and great 
gun), another bar selecting different 
paragraphs about the current reference, 
and the third selecting new ‘heads'. 

The ‘heads’ next to that located for you 
are generally related to the subject. For 
instance the ‘heads’ next to ‘untruth’ 
are ‘truth’ and ‘maxim’, followed by 


‘absurdity’ and ‘ignoramus’. 

You can move around in the 
subject you are interested in quite 
easily. Another nice feature is that some 
of the suggestions are multiple words, 
e.g. ‘scholar’ has the suggestion ‘man or 
woman of letters’ and ‘academic 
circles’. If K-Roget cannot find the 
word you are looking for, it lists words 
that are spelt similarly, so you do not 
have to know the precise spelling to use 
it. 

Once you find a word, you can find' 
more alternatives by clicking on it in 
the window to select it, Also available is . 
an history feature, which allows you to 
see all the words you have looked at in 
this session. If you are using K-Word 
2, then you also have the option to send 
the current word to replace the existing 
one but with other applications you will 
have to note the word and insert it 
manually. 

I have recently used the new 
Wordstar Professional 4 which comes 
with Word Finder and is, to my mind, 
very much easier to use than K-Roget, 
but is harder to look around similar 
subjects, I find the controls of K-Roget 
frustrating, as the slider bars are not 
fully implemented (you can drag, and 
click on arrows at the end, but not dick 
on the shaded part) and you cannot 
double dick to select and find a new 
word. 

The manual is adequate hut a bit 
of a struggle - everything you need is 
there but it seems very disorganised - 
but once you have the program 
installed and can understand the 
terminology, use is intuitive, K-Roget 
needs two I megabyte disks or a hard 
disk, or a RAM disk, (though it is 
Supplied on three single sided disks). 

Overall, K-Roget provides some 
good alternatives to most words, and if 
you do any writing, it is well worth 
looking at. - 


ST STOP for PD SOFTWARE 


PAGE 6 began collecting public domain soft¬ 
ware for the Atari FIVE YEARS AGO and was 
the FIRST to gather together PD software for 
the ST, We have an incredible collection of disks includ¬ 
ing languages, games, utilities, demos, graphics and 
much more. 

We don’t throw in everything, we select the very best, so if 
you want the best in PD software ask for our catalog. 
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST 16 1DR 
or phone us on 0785 57005 
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Has ANTIC Software 
developed the ultimate ST 
Graphics package? 


Cyberstudio CAD 3-D may be the 
most advanced of the many graphics 
packages currently available for the 
Atari ST. It is a program which allows 
one to draw ‘flat’ two dimensional 
shapes and objects and transform them 
into ‘real’ three dimensional objects 
with depth. For those who may have 
logged a few dozen hours on the 
original CAD 3-D (version 1.0} there 
should be little difficulty in adjusting to 
the new version. Version 2.0 requires 
one megabyte of RAM therefore if you 
own a half-megabyte Atari you will 
need a memory upgrade in order to use 
this program. It’s not an unreasonable 
suggestion, for this program it’s worth 
buying a memory upgrade! 

CAD 3-D 2.0 is an 
‘object-oriented’ graphics program 
which allows one to create three 
dimensional drawings and place them 
in a three dimensional universe. CAD 
3-D creations may also be output as 
screen images and saved in either 
Degas, Neochrome, or C.O.L.R, 

Object Editor formats. They may even 
he printed as hard copy . Then, using 
the Cybermate animation/ editing 
program, which is included with CAD 
3-D 2.0, groups of sequential frames 
can be created and your objects can 
move with smooth animation. Using 
the optional new Stereotck Liquid 
Glasses, objects may also be viewed in 
breath-taking stereo. 

When the program is first 
booted-up we see the familiar 
drop-down gem menus across the top 
of the screen. The left Lhird of the 
screen is the ICON CONTROL 
PANEL and the right two-thirds of the 
screen consists of the four VIEW’ 
WINDOWS which are used to Look at 
the 3-D Universe. The CAD 3-D 
Universe is a transparent cube and all 
objects created by CAD 3-D appear 
inside the cube. The windows labelled 
TOP, RIGHT, and FRONT {which 
can be flipped to BOTTOM, LEF T 
and BACK) correspond to the various 
faces of the cube. These windows are 
fixed and cannot be moved, unlike the 
fourth window which is labelled 
CAMERA. The CAMERA window is 


like an actual movie camera on a L boom’ 
located outside the universe’s cube. It 
is able to move to any position - near, 
far, over, under or around, 

There are three ways to begin to 
create an new object. The first way is to 
use the PRIMITIVES ICON. It 
allows you to create basic shapes and 
offers you the choice of SPHERE 1, 
SPHERE 2, SPHERE 3, TORUS, 
CURE, or WEDGE. You may also 
choose to create an original object 
through the EXTRUDE or SPIN 
functions. EXTRUDE operates like a 

‘worth buying a 
memory upgrade’ 

jigsaw, allowing a shape to be cut out as 
if you were cutting a shape from a piece 
of wood. After Extrude cuts the shape, 
it adds depth. You can then alter the 
thickness and size using the scaling 
cools, SPIN creates an object of 
revolution as if you were to create it by 
using a lathe. After the outline of an 
object is drawn on the Spin screen, it is 
spun to create depth. 

When using Spin or Extrude you 
are brought to separate work screens. 
These work screens contain their own 
sets of drop-down windows which 
provide tools to aid in producing 


objects of greater accuracy, Once an 
object is created it can be rescaled, 
manipulated or placed in a group of one 
or more other objects as a single 
element of a greater construction. After 
your object is created the ROTATE 
and SCALE slider bars at the top of the 
screen allow you to rotate vour object 
(or objects) either vertically or 
horizontally and then scale them to be 
either smaller or larger. 

Using the camera window, you can 
ZOOM in or out, change the 
PERSPECTIVE or ROTATE the 
camera. These functions only affect the 
camera’s point of view and don’t 
change the actual objects. Using the 
OBJECT JOIN icon, you can join 
objects together in a variety of ways to 
create a third, unique, object. 

The next set of icons allow for 
moving objects within the ‘cube’ 
universe. You can DRAG objects to 
any location within the non-camera 
windows as well as reposition them in 
relation to any other object. You can 
also rotate objects in three different 
ways. Center Pivot Point Rotation is 
used to rotate objects around the 
imaginary center point of the 3-D 
universe. Group Pivot Point is used to 
rotate objects around an imaginary 
point in the center of the object, and 
Arbitrary Pivot Point allows one to 
rotate objects around any selected point 
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YORK COMPUTER CENTRE 


AUTHORISED ATARI DEALER 
FOR OVER 4 YEARS 


ST HARDWARE I ST SOFTWARE I ST ACCESSORIES 


A LX STs INCLUDE 10 BLANK & 5 
PROGRAM DISCS 


I040STF with Hj-Res morto monitor £^,00 

1040 ST F wiih Med-Res colour monitor £795.00 
1040 STF keyboard only £495.00 

520STFM with built in i meg drive £29*}.QQ 

520 STM £255.00 


HOW TO ORDER 

Fcrtt four vrder L.i Hit pddrcK' bdluw with y.vr m-mc 
anrt JHfdffsri, *Pn;liP¥ln|; a. *tot4jw or KntuMwifcr 

fh* Vwk I Jump Liter C inert, nr ptmm* wir M 
Iwur llciillrv ml tli yvut Visa nr Vcc» number, All 
gomfc deipik h«i tPTTlC da> Mibjttl til *¥.ahl»h(||K). Ail 
Frkc, Include VAT ftt 15*. 
add II.SD EWNiagt and packing fur yuAwaite, 

S^fOO fine hard-M-ur? and £llj(N) tut ciujt Itr ig-rvlc*. 



Ow shop Li Open 6 days a we*& from Sam to 6pm. In (he 
centre of Yort, we will he happy (n serve you and 
demoaslnite anything you Wish Lo see. 


YORK COMPUTER CENTRE 
9 Davygifc Arcade, Davygile, 

York YOl 25C. Tel: 0904 641861 
Pratel MBX. 904641*62 
Telecom Cold MBX. 72:MAG40526 


0% DISCOUNT FDR CASH & CHEQUE 


5 % FOR ACCESS & VISA CARDS 

Sidewalk 

£19.55 

5ku3I-Diggery 

£19.95 

Siarglidcr 

£24.95 

The Pawn 

£24.95 

Extensor 

£19.95 

PhanEasie III 

£24,95 

Guild of Thieves 

£19,95 

Terrapods 

£24.95 

Publishing Partner 

£159,85 

Indiana Jones 

£24,99 

Superbaac Personal 

£99.95 

Back Pack 

£49.00 

Fast Basic 

£89,90 

Bureaucracy 

£34.95 

Metro Cross 

£19 95 

Goldrunntr 

£24.95 

Roadrunner 

£24,99 

Fluids 

£14.95 

Mouse Trap 

£14,95 



Tel: 0904 641362 


WIDE RANGE OF 
BOOKS AND MAGAZINES 


Atari 1 Mdr. d rive 

Eidcrsoft Hard Disk 20 mb 

Cumana 1 meg drive 

Ciirnana 2 meg EWifl drive 

Philips 8533 Medium-Res 

Colour monitor 

Casio CZ23Q5 keyboard 

VFS400Q modem 

Special Offer 

Atari 500k Disk Drive 

£1*9.00 

£W9.00 

£155.00 

£265.00 

£285.00 

£269,00 

£169,00 

£99,95 

BOX OF 10 DISKS 

Branded, guaranteed (Jnbranded 

3.5 V SS/DD £14,95 3,5" SS.'DD 
3.5" DS;'Dn £19.95 3 5’DSDD 

£12.00 

£16.00 

DISK BOXES 

x 40 tockabln 

3.5" x SO lockahl# 

E 9L95 
£14.95 

WE WONT HH HtiAThN ON PRICI 
FI-EASE PHONE US NOW FOR T1 
DUALS ON ST'k 

E 

Hi BEST 1 


within the 3-D universe. 

There are also separate Icons 
which allow even more precise control 
over changing the positioning of 
objects, their size or their relationship 
to one-another on the (screen. Double 
clicking on the SUPERVIEW icon 
creates a full screen, 16 colour, low 
reso lution display of the CAD-3D 
composition from the same view point 
of the camera window. It is this image 
that is used when you elect to save to 
Degas, Neochrome or C.O.L.R 
formats. 

A new feature in super view mode 
allows you to use the mouse to rotate, 
zoom, change the perspective, or bank 
the camera angle, in real time while the 
image shown in superview is in 
wireframe mode, Clicking once on 
superview brings the super view mode 
setting menu to the screen. It allows 
yon to load a Degas picture into the 
background, display the image in stereo 
for Stcreotek glasses, change the images 
from object oriented to a pixel image 
background and change the mode of 
the colour image displayed. 

AH objects which are displayed are 
affected by lighting. By clicking on the 
LIGHTING icon a control box 
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appears which allows you absolute 
control in position and intensity of 
three different light sources and an 
ambient light. The ESTABLISH 
SCALE icon allows to choose a scale of 
measurement to use later with the 
OBJECT MEASUREMENT icon and 
the TAPE MEASURE ICON. With 
the Object Measure icon, you can 
rescale an object by editing it’s length, 
width or height and with Tape 
Measure you can measure the distances 
between icons, The final icons control 
the animation facilities which record 
sequential image files for plotter/ 
GDOS output or animation hks for the 
Cybermate system. 


Cybermate is an advanced 
language which animated CAD 3-D 2.0 
creations. Using advanced delta 
compression techniques, Cybermate 
transforms a one megabyte ST into a 
ten megabyte frame buffer. Thousands 
of animation frames of 3-D objects can 
be stored in RAM and played back at 
speeds up to sixty frames a second (2J 
times faster than a dim). 

Cybermate also allows the addition 
of sound effects or music (created by 
the very competent G.I.S.T Sound 
Editor) to the 3-D films. 

CONCLUSION 

CAD 3-D 2,0 is exceptional value 
for money, it*s an incredibly advanced 
and useful graphics program made as 
user-friendly and convenient as 
possible. 

Creative use of CAD 3-D can 
design impressive logos, breathtaking 
special effect s in film or video, brilliant 
images for use with Degas or 
Neochromc, well designed 3-D sprites, 
as well as many other inventive uses, 
CAD 3-D 2.0’s restrictions appear to 
be only the bounds of the user’s 
imagination. 4 
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Zoomracks 


II 

John S Davison takes a look at the 
latest version of one of the most 
original computer databases 


Zoomracks, the innovative 
database program for the ST, first 
appeared over a year ago. Its flexibility 
and unique visual interface based on 
the idea of cards in racks (like those 
used by employees for clocking in and 
out at work) made it very easy to use, 
Now Microdeal are marketing a Mk II 
version offering even more facilities. 
They’ve also launched a companion 
series of ‘Starter Kits’ designed to get 
either version of Zoomracks into 
productive use in double quick time. 

Zoomracks II is supplied in a 
substantial A5 ring binder containing a 
command reference card, a function 
key template, a single sided disk, and a 
fully indexed page User Guide, 

The Guide’s tutorial style is designed 
to get you using the package quickly, 
and the disk contains online tutorial 
and help facilities for use if you get 
stuck later. 

The program is driven mainly by 
menus appearing across the bottom ot 
the screen. Selections operate as 
‘toggles’ - making a given selection a 
second time rever ses the action of the 
original, returning you to your starting 
point. Selections may be made with 
keystrokes or by positioning the cursor 
over the required item with cursor keys 
or mouse. Certain features are 
implemented via function keys, which 
can be a little confusing until you’re 
familiar with the program. 

A card holds up to 27 data fields, 
each up to 250 lines by 80 characters 
long. Each card is held in a slot in a 
rack with just the top line showing, so 
you can see what it contains, A rack can 
hold thousands of cards, with actual 
capacity' depending on the amount of 
data on each card and your ST’s 
memory size, as a rack has to fit 
completely into memory. A gauge at 
the bottom of the screen shows how 
much free memory remains at any time, 

A rack may be named and stored 
on disk just like any other file, but with 
an extender of ZRX. When requested, 
Zoomracks displays the rack names - in 
a rack, of course! So the overall 
Zoomracks database structure is as 
follows: a disk is a rack of ZRX files, a 
ZRX file is a rack of card records, and a 
card is a rack of data fields. 


CREATING A DATABASE 

A rack is created by defining a 
‘template’, which names and positions 
the card’s data fields. Field type and 
length don’t have to be specified, as all 
data is ASCII, and the length is.... well, 
as long as you want it! The template 
generates blank cards into which you 
simply key the data (of any length) 
when prompted by fieldname. This is 
repeated until all required cards have 
been set up. It’s unbelievably easy! 

Zoomracks II’s editor has a 
number of word processor-like facilities 
to help you enter and edit data. In fact, 
you can use it like a simple 
wordprocessor for producing notes and 
letters. Input mode is switchable 
between insert and overtype; you can 
delete data by character, word or line; 
there are cut, copy, paste and replace 
facilities at rack, card, field or line level; 
margins can be adjusted and text 
reformatted to fit; lines can be split and 
joined at any point and tabs can be set. 
Also, there’s a facility for pasting 
current date and time into a field. 

RETRIEVAL AND 
UPDATE 

Data retrieval is where the ‘zoom’ 
part of the program’s name becomes 
evident. You use the program rather 
like a zoom lens on a camera, in this 
case to get closer and show more detail 
of your subject data. After loading a 
disk you select a rack from the 
displayed disk rack. This rack then 
loads and zooms you into rack level 
detail, showing the top line of each card 
in the rack. If you then select a card the 
program zooms you into card level 
detail, showing individual data fields. 
Finally, if the field holds more data 
than actually shown on the screen, you 
can zoom in again to display the whole 
field. 

If a rack, card or field is too big to 
fit on one screen you can scroll up and 
down to find the part you want. 


Unfortunately, Zoomracks isn’t GEM 
based so there are no scroll bars, 

Scrolling is performed by different 
methods depending on the current 
zoom level - very annoying in practice. 

With many database programs, 
making changes to an existing database 
can be a painful experience. Not so 
with Zoomracks, You have complete 
flexibility' to change field positions, 
add/delete fields, and alter the amount 
of data displayed for each field, as well 
as altering its length or content- And if 
you mess up the format changes there’s 
an ‘Undo’ command to put everything 
back as it was. Cards may be added and 
deleted easily, too. 

Up to nine racks may be loaded 
into memory at any one time. You can 
quickly switch between them, or even 
display multiple racks on the screen 
simultaneously, with Zoomracks 
automatically compressing the data to 
make this easier, if required - 

MATHS AND MACROS 

Zoomracks II’s mathematical 
capability is restricted to the four basic 
arithmetic functions. You can use it like 
a calculator, with numeric data input 
from the keyboard ot picked up from 
any field on the card. A semi-automatic 
mode permits the summing of all 
numbers in a field or the same field 
across cards. Results may be put back 
into the card if required. Further 
automation may be obtained using the 
macro facilities described below, 

A macro is a collection of 
commands or frequently used text 
which can be set up in a special macro 
rack and invoked by a two key 
abbreviation. The rack holds up to 27 
macros, and may be saved for future 
use. A disk may hold muhiple macro 
racks, but only one may be loaded in at 
any given time. Creating macros is very 
easy - the first one I tried (admittedly a 
simple totalling operation) took about 
30 seconds, and it worked first time. 
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ZOOMRACKS STARTER KITS 


Macros operate on single cards or a 
specified number of cards from a given 
starting point - you don’t have to 
process the whole rack in one go. 
Zoomracks can also automatically load 
a default macro rack and even execute a 
specific macro at boot-up time. A 
simple macro language is included to 
help you produce quite slick macro 
procedures t as demonstrated 
convincingly by the online tutorial 
supplied, 

PRINTING 

Zoomracks can print to a screen 
for checking layouts, a printer for hard 
copy, disk (in ASCII format) for input 
to other programs such as a 
wordpropcssor, or internal field buffer 
for pasting elsewhere in the database, 

Print layout is specified by the use 
of ‘forms 1 , allowing you to customise 
the printout’s appearance. A default 
form (same as the card layout) is 
automatically provided, and this may 
be edited to produce your own 
customised version. Page layout 
parameters such as page length, 
margins, offset, headers, footers, page 
numbering, and datestamp may be 
specified as well as positioning of fields 
anywhere on a page. Data may be 
printed one card per page or as a 
continuous report. It’s not quite as 
sophisticated as some database 
programs, but adequate for most 
purposes. 

CONCLUSIONS 

Zoomracks II represents a 
refreshingly different approach to ST 
database applications. Once you’ve 
mastered its quirky mix of keyboard, 
function key and mouse input it 
becomes simple to create, use, and 
maintain many basic home or business 
applications, A quick look at the 
contents of the Starter Kits should give 
a good idea of what's possible. 

For more advanced applications its 
limitations in the search, sort and 
arithmetic areas could cause problems. 
Also, I found the lack of disk utilities a 
pain. You can’t even list a complete 
disk directory from within Zoomracks - 
the disk rack facility shows only 
Zoomracks files! But having said that 
there’s still an awful lot it CAN do, In 
fact, it could well be the only database 
program you ever need, • 


If you’re a Zoomracks user and 
can’r spare the time to set up your own 
database applications, then these 
inexpensive starter kits from Microdeal 
at £9,95 each could be just what you 
need, Basically, they’re sets of 
Zoomracks templates, sample data, 
macros, output forms and hints files 
which you can load and use straight 
away. They’re designed to work with 
Zoomracks I or II. 

Each disk holds a targe number of 
different application racks, with each 
rack being pre-loaded with a few 
sample data cards for that application. 
You build on these to form your own 
customised databases. 

Each rack includes a comments 
card describing each field in the 
supplied template for that rack. If a 
template doesn’t quite fit your 
requirements, the amazing flexibility of 
Zoomracks allows you to immediately 
add to, delete from, or otherwise 
modify it - even though it already 
contains data. 

Having a database doesn’t 
necessarily mean you’ve got a usable 
application, You need to be able to 
rapidly manipulate the data, produce 
reports from it and maintain it. This is 
where the supplied macros and output 
forms come in. Once again these may 
be modified and your own added until 
the applications are exactly as you want 


HOME STARTER KIT 

Contains templates for: 

Appliance Records 
Appointment Calendar I)inry 
Book Catalogue 
Checkbook Balancing 
Clothes Sixes 
Computer Disk Index 
Contery Recipes 
Cuukery Recipe Index 
Correspo ndence Log 
Credit Card Details 
Family Contracts 
Family Health Records 
Freezer Inventory 
Fruit Canning Recurds 
Gift Lop 
Home Inventory 
Information Sources 
investments 
Items Loaned I.op 
karats and Addresses 
Newspaper Clipping Index 
Pets and Vets Log 
Phone Call Log 
Prescription Lop 
Record Catalogue 
Restaurant Lojf 
Sewing Index 
Shopping Lists 
Special Offer Coupon Log 
Storage Lnjj 
Subscription Log 
Videotape Catalogue 


If you put all the homo 
applications on your ST you’d spend 
all your waking hours updating them! 
Still, they give ideas of what can be 
done, and all of them are probably 
useful to someone, somewhere, 
sometime. The ones of interest to me 
seemed to work OK, and were adequate 
for their purposes, In addition to the 
templates there are 43 output forms 
provided for producing reports and 
Listings from the different racks, but 
only three macros. 

There’s a lot in the business 
Starter Kit also with most of it looking 
suitable for general office use or at least 
providing the basis for developing your 
own applications. Some areas (such as 
Invoicing, for instance) would probably 
require considerable modification to 
meet individual needs. The kit also 
includes 47 output forms and 10 
macros, the latter handling such tasks 
as adding items and calculating the 
remaining balance on an invoice. 

Overall, I think the Starter Kit 
concept is excellent. Not only does it 
provide ready made applications for 
your ST, but it could also give you 
ideas for using your ST in ways you’d 
never previously dreamed of. At £9.95 
each the kits arc great value and I’m 
sum all Zoomracks owners will find 
something in the series to interest 
them. • 


BUSINESS STARTER KIT 

This nne includes templates for: 

Appointment Calendar Diary 
Area Codes (USA) 

Assets 

Cheques 

Company Details 
Correspondence 
Customer Details 
Customer Orders 
Employee Retards 
Expenses 
Inventory 
Investor List 
Invoices 

Meeting- Agendas 
Memos 

Names and Addresses 
Office Files Index 
Office Forms Catalogue 
Office Procedures 
Payables 
Payroll Details 
Phone Log 
Price List s 
Prospect List 
Purchase Orders 
Shipping Lop 
Things To Do List 
Vendor Quote Details 
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BASIC 
COMPILER 
Glentop Press Ltd. 


Reviewed by Matthew Jones 


THE BASIC 

As a programmer who learnt the BASIC language many 
years ago but then left for the brave new world of C, the 
opportunity to review GFA BASIC was an interesting chance 
to see what BASIC has been getting up to since I left. 

GFA BASIC comes in a video cassette style box, and 
includes a 293 page ring bound manual and a single floppy 
disk. The disk contains two versions of the BASIC (both 
unprotected - please don’t abuse), a full featured one for 
program development, and a run-only version to allow you to 
give away or sell your programs. 

IT DOESN'T USE GEM! 

Being a normal user, the first thing I did was not study 
the manual but run the BASIC program, I have had my ST 
since the first shipment hit the U.K,, and since then have 
become very familiar with the GEM interface, using window's, 
icons, menus and mice. When I ran GFA BASIC therefore I 
had quite a shock. GFA BASIC is a standard text mode 
program, though it does use a mouse, I fully expected to find 
GFA BASIC using windows, but having used it for a while, I 
have lo admit that even without windows, it still presents a 
good environment to work in. GFA uses a ‘Command line’ 
menu at the top for mouse selections which is similar to a drop 
down menu but nothing drops down! There are ten options, 
doubled up to make twenty. Clicking on the command text, or 
pressing a function key (shifted for the extra ten), activates the 
command. Commands include load, save, run, program check, 
search, replace and block functions, as well as options like 
insert and overwrite mode toggles, and (on monochrome 
screens) a 50 line mode. 

The BASIC program is not entered in the traditional 
form with line numbers, but is entered with one command to a 
line and automatically ‘tabbed’ within loops (GFA is a 
procedural BASIC, also incorporating DO,,.LOOP, 
REPEAT.. .UNTIL and WHILE. ..WEND). A nice touch is 
that keywords can be differentiated by automatically 
capitalising the first letter. I did miss a scroll bar to reflect the 
current position within the program and to provide easy 
movement to anywhere in the program, but for those who do 
not like GEM, this may be not be a problem, 

IT DOES USE GEM! 

GEM is not neglected by the program though, for whilst 
the programming environment is not GEM based, very good 
provision has been made within the commands for 
incorporating GEM into a user’s program. As an example, it is 
possible to define an array of text strings, which can then be 
used with a command to build a proper GEM menu bar across 
the top of the screen, Activating the menu is then just a case of 
using the command ‘ON MENU GOSUB’, The user must 


know a bit about the GEM system, but other commands allow 
much more transparent access to GEM facilities, like the 
window commands, and an alert handler. So the programmer 
who wants to use GEM is not held back by GFA (an interface 
to the heart of GEM is provided if you want to sidestep or 
enhance the standard facilities). 

GFA BASIC is not just about working GEM however, as 
a lot of new and useful functions have been added to make 
programming in BASIC a lot easier and more powerful. I 
cannot include them all, but for a few examples: access to the 
address of a variable, and passing of pointers to procedures; 
single operand maths functions like ADD A%,5 (which is 
twice as fast as LET A% = A% + 5); graphics primitives 
(lines, boxes, circles, ellipses); chaining of other programs; 
date and Lime functions; structured file read/writing and 
random access files; PRINT USING; form inputs (limiting 
input to a set length); local variables in procedures; reading of 
all mouse actions (x,y, buttons, leaving/entering boxes); sprite 
definition; sound command; upper/lower case of a string; 
blitter type block moves; screen save/restores; an 
‘approximately’ equal to comparison; and both user and 
supervisor mode POKE functions (byte, word and long sized) 
for twiddling within the computer. I can’t cover them all here, 
and I haven’t included the more basic (no pun intended) 
functions that have been added. Overall this is a function 
packed BASIC. 

THE MANUAL 

Considering the number of functions and the general 
power of GFA BASIC, it is a great pity that it is let down by 
the manual. 

Despite its size, and at least one page per command, it 
does not give as much information as I would have liked, and 
it is often not very clear, partly because of its (obvious) 
German translated origin. Another point is that it has been 
printed on a bright red paper, a technique used to stop 
photocopying. I tested this and found that with a bit of 
experimentation, the photocopy was easier to read than the 
original manual! Glentop told me they were doing a new 
manual, and may be dropping the red paper. I hope that 
existing owners will be able to send back their manual with a 
SMALL fee to upgrade to a new one. At the current time, the 
manual is a disappointment, but it does contain all the 
information - you just have to spend a long time finding it as 
there is no index. 

CONVERTING PROGRAMS 

My experiments with the system included an attempt to 
convert an old 8 bit Atari BASIC program (‘Matthews Label 
Maker’) to run on the ST. GFA provide a program which 
converts Atari ST BASIC programs (with line numbers and 
multiple statements per line), and converts it to a file suitable 
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SUPERTEC COMPUTER OFFERS 


Software for the ATARI ST 


Art Director 
Deadline 
The P awn 
Red Al^rt 
Winter Games 
Golf 

Time Bancfn 
Sundog 
Major Motion 
Deep Space 
SlSrglidc-r 
ST Karate 
Temple of Apshai 
T nlogy 

Stnke Force Harrier 
World Games 
Karate Kid II 
Trivia Challenge 
GFA Drafi 
CauntJei 


£49 95 
£22.95 

£24 95 
£24 95 
£24 95 
£29 95 
£29 95 
£29 95 
£19 95 
£34 95 
£24 95 
£19 95 

£24 95 
£24 95 
£24 95 
£24 95 
£19 95 
f'99 95 
£24.95 


Film Director £59 95 

□ Ball £19 95 

Warzone £19 95 

ST Protector £19 95 

GFA Basic £59.95 

Road war 2000 £24 95 

T-R-l-M £89 95 

ST Accounts £ 150 00 

Superbase £99 95 

dBm era £113 05 

Music Studio F ?9 95 

Degas Elite £69.95 

Colourspace £ 1 9.95 

Cashhnfc Accounts £295 00 

K Comm 2 £49 95 

V r P Lne £99 95 

Fastcom £ 49.95 

Fleet Si reel Publisher £1 15 QO 

Prohibition £24.^5 


ATAR 

MANY ST SYSTEMS 
AVAILABLE FROM 
STOCK - CALL FOR DETAILS 

WE WILL MATCH ANY 
GHNUINE PRICES FROM 
ANY GENUINE ATARI DEALER 


SPECIAL OFFER 






J*na 


i f ATi 


PRINTERS. . .PRINTERS. . .PRINTERS 


including EPSON • BROTHER • Panasonic 

• MANNESMANN TALLY • Micropcripherals 

STOP PRESS! 

Calf for details of NEWManoesmann MTS JO LASER PRINTER 
full range of ROLAND PLOTTERS available 


520 STFM + GFA DRAFT 
SOFTWARE & 

MANNESMAN TALLY PIXY 
3 PLOTTER £653 95 
jlirnited quantities) 


520STM inc, Mouse £199 
1040STF inc. Monitor £595 

While stocks last 


r 


D/D DRIVES FOR ST 


Cumana 1Mb (single) £144.95 


PERSONAL SHOPPERS WELCOMF 
MONDAY to FRIDAY 
_? a.m, - 5 p.m. 


DISKS 

Afl ^5 D E Rfl S! )y m 11. i L u ■ *<_ 1■'! i i 

5Vn " ssrt» park <m ioi £7*50 
3V2"ds™ £2.50 ea. 
3VS? w su«j £1.95 ea. 

WS2000 £125.00 

WS400Q 

Auto-d i a 1 /Auto- answer £195.00 


SUPERTEC LTD. Cornwallis house, Howards chase, basildon. essex ssi4 3 bbtoi (026B>2823oe 


for GFA BASIC (single command per line, using labels in 
gotos). After a few unsuccessful runs (the program picks up on 
FORs in REMs)j the program was in a form suitable for 
reading into GFA BASIC. It seemed too good to be true, and 
was, for my original program seems to have had some 
convoluted system of conditional NEXT® in i t , and I got a 
procedure in a loop’ error, which meant I was totally unable 
to use my original (I can’t remember how it works any more!). 

1 his may not be typical though, and if I were to write it again 
today, I would make much more use of the structuring 
capability of languages like GFA BASIC. 

A set of public domain programs for GFA BASIC is also 
included, which really show off the program to its best. Some 
are quite astonishing (for instance an animation of a horse by 
blitting), and if I hadn t run them myself I might not have 
believed they were written in BASIC (and interpreted BASIC 
at that). More GFA BASIC programs are available from other 
public domain sources. 

THE COMPILER 

The separately bought compiler comes in the same style 
box, with a 31 page manual and disk. Compiling is very 
simple. A dialog is presented which shows the possible 
options, and when you have chosen you select a file to compile, 
then a file to save it as, and then it is done. Simple as that. The 
available options are: whether the program can be stopped by 
pressing the Shift/Alternate/Control keys together (and how 
often checks are made for them); whether integer overflow will 
be trapped; whether run-time error messages are text and 


number or number only; whether bombs are to be trapped 
(e g. erroneous instructions which cause three bombs can be 
stopped and made to create an error 103, and thus detected by 
ON ERROR GO SUB). AH the options can be specified in the 
source code if desired. 

Only a few commands cannot be compiled, and they are 
only because they are not applicable (like LIST and SAVE). 
No separate compilation is possible, so it is not possible to 
split your code up into smaller files, but this is not too much of 
a drawback. The only requirement for distributing the 
compiled code is that you acknowledge GFA BASIC. 

CONCLUSION 

GFA BASIC is a very capable programming system, and 
would be quite suitable for any level of programming, from 
beginner to very advanced, It is a pity that GEM is not used 
when writing programs, but not having it probably contributes 
to the claimed interpreter size of only 55k, and the program is 
quite usable anyway. The only drawback to GFA BASIC is 
the manual, but this may be replaced soon. The compiler is a 
nice option, but with the run-only version of the interpreter 
supplied, only the commercial user will need it as the 
interpreter does a very fast job on its own. If GFA BASIC is 
representative, BASIC has come a long way in the last few 
years, 

GFA BASIC interpreter and compiler cost £45.95 each, 
and are available front: Glentop Press Lid , Standfast House, 

Bath Place , Barnet, Herts, BN5 5XE # 
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YOUR MISSION IS 


SHOOT EVERYTHING! 

more games for your ST 



JUPITER PROBE 

Microdeal 

£ 14.95 

Reviewed by 
John Davison jnr 


Your mission in Jupiter Probe, the 
latest release from Microdeal is to fly 
above the surface of Jupiter sending 
back photographs. However, a hostile 
race of beings whose only desire is to 
destroy Earth is trying to stop you from 
discovering the dark secrets of Jupiter. 

The mightiest powers on Earth 
have united and supplied three scout 
ships with which to scour the surface of 
Jupiter. These ships are equipped with 
twin laser cannons and a limited 
number of ‘advanced features 1 . These 
advanced features are Ultrasonics, 
which cause a disturbance in the area 
around your ship, thus destroying all 
aliens in your vicinity, and Shields 
which protect your craft from enemy 
fire for a short period of time. 

As you can probably tell from the 
above, this is yet another shoot 'em up 
game. In fact it is very much like many 
other games of this type. Vertical 
scrolling, nice bold graphics, neat 
soundtrack, lots of aliens and plenty of 
action. Considering this game is ‘yet 
another vertical scrolling shoot ‘em up s 
it does have a surprisingly impressive 
pedigree. It was programmed by Steve 
Bak who was responsible for many 
superb games including Goldrunncr 
and Karate Kid II. 

The graphics were done by 
someone I’ve not heard of before, Chris 
Kew. Now don’t get me wrong, they’re 
good but there’s just something not 
quire right about them. The many 
craters, mountains, rivers (on 
JupiterIII?) and ground bases are all 
well drawn and very colourful, however 
they appear to be very ‘chunky’, 
They’re good, but on the ST I expect 
something a little better, 

The sound is, in most respects. 


excellent. Like many other games at the 
moment, Jupiter Probe contains 
sampled speech, however it is not very 
clear and only says a few things. The 
speech warns you whenever a 
formation of aliens or a mutant space 
craft (one which can’t be destroyed by 
the Ultrasonics) is approaching, It also 
tells you which advanced features have 
been awarded at the appropriate 
moments, The Jupiter Probe theme 
music was written by Rob Hubbard, 
and is considerably better than his last 
attempt on the ST - Goldrunner. 

The game is very playable as it is 
just about the right difficulty level for 
most people, making it fairly hard but 
not impossibly so. Control is with 
either mouse, joystick or keyboard. 

J upiter Probe is a good value for 
money game, the price (£14.95) being 
something which I hope to see more 
often from both Microdeal and other 
software companies. * 


‘a good 

value for money 

game’ 


LIBERATOR 

Microvalue/Tynesoft 

£ 12.95 - 

Reviewed by 
John Davison jnr 

Liberator is yet another 
vertical scrolling shoot ‘em up at a 
reasonable price, This time your job is 
to “search the five Colonial prison 
planets and free the Federation 
refugees who are being held captive by 
the rebel Altarian Storm Troopers and 
androids.” 

Before loading the game I was not 
really sure what to expect. I read 
through the instructions, which 
incidentally are a bit longer than your 
average MicroValue instructions 
(almost a whole side! If) and discovered 
that it really was just another shoot ‘em 
up. You must guide you T.H.G.C. 
(Tactical Hover Gun Craft) through 
the enemy controlled terrain and 
liberate the imprisoned Federation 
members. Basically what you have to 
do is to shoot at all of the aliens that 
descend on you from all directions, and 
hover over large ammo boxes to 
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GRAFTON & XUNC 

ERE/Infogrames 

£ 24.95 

Reviewed by 
John Da vison jnr 


The year is 2912 AD and the 
possibility of a global war breaking out 
on Earth is high, All of the spatial 
colonies are threatened, and if the 
Central Galactic Control Computer is 
destroyed all life will disappear on the 
dependent planets. 

You play the part of Grafton, an 
Android who specialises in dangerous 
missions and you are accompanied by 
Xunc, a creature known as a 
podocephale who is like a head sitting 
on top of a foot. Your mission is to 
penetrate the research centre protecting 
the Control Computer and avoid the 
catastrophe. Well, there you have the 
basic story behind the game. 

In play, ‘Grafton & Xunc' is fairly 
good, The screen layout is similar to 
that of many arcade adventures, 
showing the proceedings in 3D, You 
view each of the many rooms within the 



replenish your supply of ‘bombs’. 
When you eventually reach the prison 
cell you must shoot out the cell gates to 
release the prisoners. You must then 
teleport to the next planer avoiding the 
'Time Space Gates’ (at least that what 
the instructions say, I've never actually 
seen the Gates). 

The graphics in Liberator aren’t 
bad, but as with many of the budget 
games they are not amazing. As you fly 
above the surface of the planet the 
rather dull background scrolls by fai rly 
smoothly. I think that possibly the 
most graphically impressive things in 
Liberator are some of the alien 
creatures. Each sprite, although not 
very r well animated, is very well drawn 
and extremely colourful, especially the 
large spherical orange aliens which look 
suspiciously like the old ‘Corona’ 
adverts on TV. 

The sound in the game is fairly 
bad. There is a pretty awful multi voice 
background tune, which fortunately 
can be turned off and some puny sound 
effects which aren’t really worth 
mentioning. 

Liberator isn’t bad, but it isn’t a game I 
would rush out and spend thirteen 
pounds on. • 



research centre from above one of the 
corners, making the room look like a 
diamond shape. The rooms each 
contain many objects, such as tables, 
chairs, settees, plants and usually 
something hostile, be it alien robots or 
green haired punks! All of these objects 
are very colourful and well drawn, thus 
giving the game a very pleasing look. 

The sprite which you control is 
fairly well defined, as you can see all the 
major features such as his face, arms, 
legs and his red bobble hat wobbles 
about when he walks. ‘What!?’ you may 
well ask, *an Android wearing a bobble 
hat!’ Yes, Grafton wears the bobble hat 
to cover up his topless head. According 
to the comic book which accompanies 
the instruction sheet, Grafton’s 


TEE UP 

Anco/Artworx 

£ 9.95 

Reviewed by 
John Davison jnr 

Tee Up is a game with an identity 
problem. The box claims to be ‘TEE 
UP from Anco’ and the title screen of 
the game claims to be ‘HOLE IN ONE 
from Artworx’. Oh well, never mind. 

Tee-Up, as you can probably tell 
from the title is a golf game, and to be 
quite honest, it is not very good. When 
most ST owners think of golf games 
the first to spring to mind ate 
‘Leaderboard 1 from Aocess/U.S. Gold 
or ‘Mean 18’ from Accolade. Well, 
Tee-Up is absolutely nothing like 
either of these. No flashy animation or 
three dimensional graphics here! Your 
view of the proceedings is from above 
(a very long way above) and you cannot 
actually see your golfer, just the ball. 

Each hole is one screen in si®e and 
usually has a good scattering of trees 
and water, I say usually because that is 
only in the eighteen holes provided on 


skullcap was misplaced, and then eaten 
by Xunc vour (faithful!?) companion. 
But enough of that, it is not really 
important to the game. 

As you roam about the research 
centre you will come across many 
different objects (as mentioned above). 
Most of these objects are movable, so 
moving cupboards away from walls can 
sometimes reveal hidden doorways. 
Also, hostile robots which chase you 
around can be trapped by cutting off 
passageways with tables or chairs. In 
addition, you will meet a few people 
during your exploration, including 
green haired punks and various blonde- 
haired women, who will do their best to 
Stop you doing any more exploration. 
Furthermore, there are some ancient 
looking scientists who must each be 
interrogated to obtain part of a secret 
eight figure code, which will eventually 
give you access to the central computer. 

The sound in ‘Grafton & Xunc’ on 
the whole is not bad, the music at the 
beginning is fairly catchy, and the 
sound effects throughout the game are 
above average. 

Overall not a bad game with some 
nice touches and new ideas, although I 
do think that it is a little overpriced. • 



the program disk. It is possible to 
create your own holes with the supplied 
construction kit. The ‘fairway editor’ as 
it is called, is possibly the only 
redeeming feature of Tee-Up, Creating 
a hole is just like painting a picture. 

You can have different sized brushes 
for drawing the water, rough* sand, 
fairway and green, and you have preset 
shapes for the various trees, etc. The 
different holes you create can all be 
saved out to disk so you can make up 
your own course or copy real courses. 

Apart from the construction kit, I 
can’t really say much more about 
Tee-Up which is positive, other than 
the fact that it is cheap. I don’t really 
think it is really worth trying to save a 
few pounds in this case, if you want a 
good golf game save a little more and 
buy either Leaderboard or Mean lfl, m 
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TNT 

Infogrames 

£ 24.95 

Reviewed by 
John Davison jnr 

TNT is the latest release from the 
French company Infogrames and is 
possibly their most impressive yet. 
Those of you who have played 
‘Commando’ or Tkari Warriors’ in the 
arcades or on other micros will 
probably feel at home with ‘TNT’ as 
it’s a sort of cross between the two. 

My copy was a pre-release version 
so I didn’t get any documentation and 
therefore I’m not sure what the 
ultimate aim of the game is, however 
your primary task would appear to be 


PLUTOS 

Micro value/Tynesoft 
£ 14*95 

Reviewed by 
John Da vison jnr 

Vet another ‘budget’ release from 
MicroValue, this time it’s a vertically 
scrolling shoot ‘em up, and not a bad 
one either! 

This game will be a right doddle to 
all the Goldrunner freaks out there, but 
it is still quite an enjoyable game. The 
graphics are quite good, showing the 
large mother ship you are flying over 
mostly in different shades of grey, On 
later levels you will fly over large 
framework structures and around built 
up areas casting long looming shadows. 
The alien attackers are each very well 
drawn, especially the circular shaped 
ships on which the shading changes as 
they rotate, making it look as if the light 
is just catching the flat area of the craft. 
All of the alien ships fly in formation 
and are very smoothly animated. The 
scrolling is very good, the huge mother 
ships move slowly by without any 
flicker whatsoever. 

The sound in Pintos leaves a little 
to be desired. The few sound effects 
that exist are not terribly good but they 
serve their purpose. Some music might 
have been nice, though. 

The main selling point of Plutos 
will be the fact that it is extremely 



to shoot, knife or grenade anybody who 
moves! Upon loading the game you are 
greeted by a reasonable picture of a 
soldier with the game logo. 
Accompanying this picture is a very 
good piece of music, in fact it is some of 
the best I’ve heard so far on the ST. 
The French composer, Charles Callet 
would appear to be perfectly capable of 
equalling anything which either Rob 
Hubbard or David Whittaker have 


playable. One of the main reasons for 
this playability is that upon losing a life 
you do not die. Instead, your small 
spacecraft becomes a ‘shadow’ (just an 
outline) and you may continue playing 
the game, until a few seconds later you 
turn back into your spacecraft again. 
This is a great idea, as with most shoot 
‘em ups it is most annoying to have to 
go back to the beginning of a level if 
you lose a life. 

As with most games of this type, 
there is not much of a plot, just a 
typical ‘you must fly above the 
enormous mother ship destroying the 
weapons installations and the enemy 
spacecraft’. To finish a level in Phiios 
you must 'blind the Sentinel'. The 
Sentinel is the very last part of each 
mother ship, and here you must blast 
away at its eyes whilst it is trying to get 
you. If you fail, you will have to repeat 
the previous level, however if you 
succeed you will be awarded □ five 
thousand point bonus, and you 
progress on to the next level. 

Two player action in Plutos is 
simultaneous, i.e. both players are on 
the screen at the same time. Players 
cannot shoot each other but they must 
compete for fuel and points. This little 
feature makes two player games much 
more enjoyable, as you fight it oul for 
the sparsely distributed fuel icons. 

Overall, Plutos is a fairly good 
game with several nice little features 
not found in other games. I quite like 
it, but it’s not airwing though, so 
check it out before buying. • 


produced and these are two of Britain’s 
foremost computer musicians! 

You move onto the first game 
screen, a very pretty swamp, drawn in 
some nice pastel shades. The swamp 
water appears to move slightly around 
the reeds, and then a large helicopter 
flies in from the bottom of the screen, 
dropping a lone soldier and then flying 
off. This lone soldier happens to be 
you! Selecting a machine gun using Fl 
you move on into the jungle, and 
suddenly enemy soldiers start running 
towards you from all sides shooting and 
lobbing grenades. You mow down a 
few with your trusty machine gun and 
then finish off a small group with a well 
aimed grenade. Continuing on you 
come across many more soldiers until 
eventually you reach the end of the 
swamp. The helicopter then picks you 
up and takes you to level two. The next 
level loads in revealing a jungle in the 
middle of the night along with another 
very good piece of music. In all there 
are four levels, each graphically more 
impressive than the previous one, and 
each level having it’s own exceptional 
piece of music before you begin. 

In the finai version you will have 
five weapons, a machine gun, a rifle, 
grenades, a knife, and a flame thrower, 
You can only carry a limited amount of 
ammunition and grenades, so you must 
use your weapons carefully. The flame 
thrower can be used only once per 
level, however it was not implemented 
on my copy . I understand that on the 
production version it will act as a form 
of ‘smart bomb’, frying all of the enemy 
soldiers that are on the screen at that 
particular time. 

The sprites in TNT are more *in 
proportion’ chan those in other games 
of this type. Each soldier can be seen 
carrying his weapon, and wearing 
camouflage gear, with a back pack and 
beret, My only complaint about the 
game is that the sprites sometimes 
flicker a bit. 

The scrolling is superb, because 
whereas most scrolling games at the 
moment only scroll a relatively small 
proportion of the screen, TNT 
manages to scroll the full screen 
extremely smoothly. When I see 
scrolling of this quality it sometimes 
makes me wonder what other software 
companies must be doing! 

TNT, looks, plays and sounds 
superb and I expect that the finished 
version with the simultaneous two 
player option should be even better. By 
the time you read this it will probably 
be out, so save your pennies! • 

More on page 52 
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Cyber Studio Presents . *. 

Your Own Living CAD 3D Works of Art! 


You Created it,., 
Now Join In 
In Fabulous 3D 


Gybe.' Studio for the Atari 1040 ST is an exciting real-time package which combines 
the versatile CAD 3D 2 with Cybermate, an advanced animation facility. 


Cyber Studio provides you with the tools to create a virtually limitless range of 3D 
images - from cartoons and science fiction fantasy to designing a car or landscaping 
your garden' The package is ideal for illustrating the various dimension of objects 
viewed from different angles and plane - invaluable for both educational and 
practical usage. 


Dimensioning can be either in metres Or leet, allowing for relational scaling between 
objects and real world situations. Additional features include arbitrary relation points 
and a custom colour rendering system with up to 16 colours. Total control ol light 
sources enables you to cast shadows Irom your objects - just like natural light! 


The Cybermate animation facility allows you to view complex objects in a continuous 
sweeping movement, showing all possible perspectives. Just imagine it... design 
your own house or castle - then fly round your creation for a bird’s eye view' 


Want to get right in with the action on 
your screen? Well, now you can! These 
amazing Stensotek glasses will give you 
a startling view of your software, a 3D 
depth of vision you won't believe' As well 
as your screen adventures, enjoy your 
education and business presentations in 
glorious 3D too! Simply plug these hi- 
tech glasses into the cartridge port of 
your Atari 1040 or MEGA ST and gel a 
whole new perspective on life. 


£149-00 

INC VAT. 


mmmmE 

Cyber Studio is a bade mark of Antic. 






All other 'rade marks atkt'nM'&inMi 


& 






„ SOFTLiNE 

the ultimate software support service 


If you ve dreamed ol having access to a helpline where y&jj 
questions are answered by lechnol experts, receiving * 
advance warning of upgrades, lips on bugs, regular newsletters 

... your prayers are answered! Subscnbe for £19,95, and J 
all your Electric Software packages will be covered 
ihe Sotne support service. Join now! 


















































































































































































Hacker II 

Activision 

£ 24.99 

Reviewed by 
John Sweeney 

Hacker II starts just [ike Hacker. 
You are presented with a blank screen 
headed: 

* H2-PLUS VERSION 1.0 * 
LOGON PLEASE: 

■ Never fear, it is even easier than 
Hacker to get logged on. In fact 
whatever you do you will be logged on 
and then interrupted by a message from 
the Director of Special Agents in the 
CIA, asking for your help to combat 
international terrorism by obtaining a 
copy of the ‘Doomsday Paper ’ from a 
Siberian Military Complex! 

Fortunately you don’t need to 
travel to Siberia yourself - they have 
managed to infiltrate the complex with 
three MRUs (Mobile Remote Units - 
remote control robots really) which you 
can use from the comfort of your own 
home computer. 

After a couple of screens of 
introductory information you are 
presented with the display you will use 
for the rest of the game. This consists 
of four small screens arranged in a 
square and taking up most of the 
screen, and a control panel at the 
bottom, Apart from a few keyboard 
inputs at particular places in the game 
all interaction is performed by pressing 
the buttons on the control panel. For 
this purpose they provide a small hand 
at the bottom of the screen which can 
be controlled by whichever input 
device you prefer - keyboard, mouse, 
joystick depending on your machine 
and your mood. 

The four screens can be used to 
display a number of different views, 
You can look at the current view from 
any of the 38 cameras placed at 
strategic points in the corridors and 
rooms of the military complex, You can 
look at what either of the monitors is 
showing as they scan through all the 
camera views ,*You can look at a video 
recording of what any of the cameras 
recorded yesterday. Or you can get a 
bird’s eye view of your MRU and the 
surrounding rooms and corridors. 

The game takes place in real time. 
As the seconds tick away on the various 


on-screen clocks you can see the guard 
making his rounds, the monitor 
activating the cameras, your MRU as it 
passes in front of a camera, and the 
destruction of your MRU as it is 
turned into scrap metal by the 
Annihilaior! 

Your MRUs start in a safe room. 

You can take control of one and move it 
out to explore, but there are lots of 
ways of triggering alarms - the result is 
always the same - the Annihilaior! 

Once you have worked out where you 
are and how to control all your systems 
be sure and get the annihilation scene 
up on one of your screens so you can 
view your demise. 

The game has a number of stages. 
First you must master all the controls. 
The introductory screens give you a 
little help, the 32 page manual 
(Multi-Function Switching Matrix 
Operator’s Manual Volume I) will also 
help a little, but mainly you have to 
find out for yourself! Second you need 
to learn how to survive outside your 
initial safe room, avoiding the guard, 
the monitors and the annihilator, Third 
you need to map the complex. Once 
you have done all that, you can get 
down to the serious business of trying 
to solve the game! 

Solving the game basically 
requires working our how to open the 
vault undetected. There are codes to 
crack and traps to avoid, and you are 
not helped by the fact that your 
equipment is faulty and breaks down 
bit by bit so that you end up having to 
drive your droid in the dark! You will 
need to understand ALL the controls 
on your Multi-Function Switching 
Matrix, study the introductory screens 
in detail, and work out how to manage 
with only four displays - to start with 
four seems more than enough but you’ll 
soon wish you had more. Even when 
you think you have finished there is a 
sting in the tail which will keep you 
busy for another hour or two. 

My only slight quibble would be 
with the price. I usually reckon I am 
getting my money’s worth if it works 
out a a pound an hour or less. Maybe I 
was lucky in working it all out, but 
Hacker II cost me well over two 
pounds an hour , However I thoroughly 
enjoyed Hacker II and have no 
hesitation in recommending it to all 
thinking games players. One of its best 
aspects is its sheer originality. It is so 
refreshing to find a game which can’t 
easily be fitted into any existing genre. « 


Shuffleboard/Fool 
Diamond Games 
£ 14.95 

Reviewed by 
John Davison /'nr 


Two games on one disk for £14.95 
on the ST! ‘What a bargain!* you may 
think to yourself. Well, er, sorry fellas 
but this ain’t really a bargain, because 
the games themselves seem to have 
something just not quite right about 
them. 

POOL looks very nice, in fact the 
graphics of the table and everything on 
it look most impressive- There are 
plenty of options to choose from 
including loading demo games from the 
disk and changing the colour of the 
table. The balls are all animated very 
nicely and the direction algorithms all 
seem to be fairly accurate as the balls 
act almost exactly as you would expect 
them to, So what’s the problem? Well, 
it’s playing the game, and above all the 
control of your cue, as it’s so difficult. 
The review copy I received didn’t have 
any instructions with it so I had to 
work it out for myself. It would appear 
that first you move the cue up to the 
ball and rotate the cue around it (by 
moving the mouse left or right), then 
once the cue is in position you must 
pull back on the mouse to define the 
amount of power required, and then 
push the mouse forwards! You may be 
thinking, ‘what’s so difficult about that? 
Well just you try it! It’s VERY difficult 
to get used to. 

SHUFFL EBOARD > I am led to 
believe is like curling. The screen 
layout is very pleasing with a throe 
dimensional view of the alley taking up 
most of the screen and an overhead 
view on the right hand side. Now, from 
what I can make out you have to slide 
weights down an alley (similar to a 
bowling alley) into scoring zones at the 
far end- If your opponent’s weight gets 
in the w r ay then you can knock it out of 
play. Whenever I play it I can’t help 
thinking, ‘well is that it?’, and I always 
arrive at the same answer- YES! 
Shuffieboard isn’t a bad game but I 
would imagine that the real thing is 
much more enjoyable than the 
computer version. 

It’s a pity really because these two 
games could have made an excellent 
package if Robtek. Diamond would had 
spent a little longer on them- • 
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m The leading North West 
AIAKI Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

INTERN AT ZONAL 


33, Ormskirk Road 
Preston, Lancs, PR1 2QP 
Tel: (0772) 21474 (t line) 
(0772)203166 (5 lines) 
Bul/Board (0772) 21474 
6 pm to 9 am 


A 

ATARI 


This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Ormskirk Road, Preston. Now from their NEW Mai) Order Depot they can offer the same 
Excellent service to all Mail Order Customers. 

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. All Hardware is 
supported by our own 'ON SITE' engineers, therefore quick turn round on all repairs is Guaranteed. 

All prices quoted are fully VAT inc. and there are no 'hidden extras', what you see is what you get, 
Prices include delivery. Phone for latest Prices/Releases. 


520STM Packages.PHONE 



1040ST F+Mouse 


+Softwr. 
1040STF+Mouse 


+HiRes 

+Softwr, 

1040STF+Mou$e 


Mon 


^Colour Mon 
+Softwr..,„ 


.£480.00 


£580.00 

,£780.00 


1 Meg Upgrades are available for the 
520STM. These are our own design 
and are very simple to fit. 

Using the same board, alt ST's can be 
Upgraded to 2mg or 4mg, So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board. 

1 Meg Upgrade (STFM)....£70,00 

IMeg Upgrade (All ST'sJ+Board £150.00 

Upgrade Boards.......£120.00 

2.5Meg Upgrade +Board...PHONE 

4Meg Upgrade +Board....PHONE 

If any of the above Upgrades are 
purchased with Hardware then deduct 
£5 from total. 


All Hard Disks come with Utilities to 
cure the 40 Folder problem + Backup 
Utilities, Fast Read Write etc. 


PRINTERS 

Dot Matrix 

Star NL1Q.. £240.00 

N Li 0 Sheetfeeder.,...£55 00 

National Panasonic...PHONE 

MP165. PHONE 

MP135. ...PHONE 

LX86 Tractor Feed,..£19.00 

LX86 Sheetfeeder. £55,00 

LQ800 24pin D/M.£525 00 

All Others..............PHONE 



3% D/S 

D/D 

Pfer Disk....£1.99 

10 Disks.£16.00 

10 Disks+Plastic 

lib case .. £17.50 
100 Disks+Cases .£150.00 
500 Disks +Ca$e$ .£650.00 


5% D/S 
D/D 46TPI 

........£0.80 

.£6.50 

........£7.50 

,,,.,,£60.00 
..£280.00 


Ail Disks are covered by an 
unconditional lifetime guarantee. 



We also stock a full range of quality 
P/D ST Software at £3.99 per Disk 
Send SAE for catalogue. 


- ST 

HTM1 

Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation, AM repairs carry a 90 day 
warranty. 


NEWLY IMPORTED 

Imager. Easily fixed to your printer 
it will digitise anything placed in the 
printer and save to Disk to be used 
with Dega, Elite etc. RRP £99.99. 



520ST F M+Mouse 

+Softwr... ...£285,00 

520STFM+Mouse 
+Softwr 

+1 Meg Upgrade....£350,00 

520STFM Mega Pack 
5 20ST F M+Mo use 
+Softwr 
+ 1Meg Upgrade 
+1Meg 2nd Drive..,,.,,£485,00 
Equal to l040STF+’/iMeg Drive 
+ Modulator 

For Med Res Col Mon add..,.,,,,£299.00 
For High Res Mono Mon add....£129,00 

All Hardware is covered for 12 months 
by our service dept, and is tested 
prior to delivery to assure satisfaction. 


fosnp 


We have a complete range of Software 
in stock and fully tested. 


We also stock a full range of ATARI 
8Bit Hardware and Software including 
the new XE range. Please ring for prices 


All Printers, Disk Drives etc supplied 

with cables etc. NO HIDDEN 

EXTRAS 

Mega ST's .. 

...PHONE 

Lazer Printers.. 

...PHONE 

PC Clones .. 

...PHONE 

DUST COVERS 


Com puters,_.......__ 

... £3 99 

Monitors..,..,.... 

.£4.99 

Disk Drives..... 

.£2.99 

Printers-----..,,,£7.99 

IF IT'S AVAILABLE we have itl 

Send SAE for full catalogue., 



All Dedicated books and mags, in stock 


PERIPHERALS 

Triangle Img D/Drive.£139.00 

Triangle 2x1 mg D/Drive.£229,00 

Pro Draw Graphics Tab'.£299,00 

Cumana IMey D/Drive £139.00 

Ail Drives come complete with Software 


HARD DRIVES 

Atari 2Gmg.£560.00 

Triangle 20mg Hard Disk..£575.00 

Supra 20mg.£550.00 

OOMeg (Cumana),.„„,..,.£699.00 

40Meg (Triangle) ,...£799.00 


Any Software problems? Queries? 
give us a ring we usually have the 
answer 


TO ORDER Simply send, or phone your order, stating Full Name, Address, FOR MORE INFO CALL ON THE 

Visa or Access Nos, Cheque or Money order. Make payable to Lacjbroke ABOVE NUMBERS OR SEND SAE 

Computing International, 33, Ormskirk Road, Preston, Lancs, PR1 2QP, AND STATE FULL REQUIREMENTS 
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SUPER 

CONDUCTOR 

Microdeal 

£ 49.95 

Atari’s decision to fit a MIDI interface as standard to 
their computers has lead to the ST becoming quickly 
established as the premier musician’s micro. Products now 
cover the whole range - from the full spec system used by top 
producers and musicians, down to simple programs for the 
novice. 

Unfortunately most professional MIDI packages have a 
suitably professional price tag, whilst the low cost packages on 
offer tend ro offer only the most basic facilities. MiicrodeaPs 
Super Conductor is a MIDI sequencing package aimed at the 
low end of the market but with many features which are 
comparable with the more upmarket products, 

TEN SONG BUFFERS 

Super Conductor's first screen displays a list of the songs 
currently held in the ten song buffers. You can switch between 
these buffers with the function keys FI to F10 at any time 
during editing. It is possible to play these songs in sequence 
which could be very useful for Jive performance or demos! 

Whenever Super Conductor needs a reference to a 
position in a block or song, the Bar/Bcat. Click format is used. 
Every bar of the song is divided into beats, and every beat is 
divided into 96 clicks. That is three times the resolution of the 
MIDI standard, so it should be good enough for most people! 

RECORDING AND PLAYBACK 

Unlike many sequencer packages. Super Conductor does 
not attempt to emulate a cassette recorder with the familiar 
‘PLAY’, ‘STOP’, and ‘FAST FORWARD’ type buttons. 
Instead, Super Conductor takes advantage of the fact that 
most music is structured in some way; verse l, verse 2, chorus, 
verse 3 and so on, These sections are called ‘blocks’ and you 
simply record a block for the chorus, and one for the verse and 
repeat them as many times as necessary'. 

A Super Conductor block contains any type of MIDI data 
including note events, aftertouch, controller changes, program 
changes and pitch bend, Normally, these events arc 
accompanied by a MIDI channel number but Super 
Conductor removes the channel information when the track is 
recorded and so is able to reassign the MIDI channel on 
playback. Each of Super Conductor’s sixteen tracks can be 
assigned to any of MIDI’s sixteen available channels 
(confusing, huh?). It is possible to assign any of the channels 
to the internal speaker during playback if you should run out 
of synthesizers although the usefulness of this facility is 
restricted by the limitations of the ST's sound capability. 
Personally, I would happily forego this option in exchange for 
a metronome at playback since without one I found it difficult 
to decide how accurate the timing of my latest masterpiece was 
(or wasn’t)! 

Each track can be individually muted (silenced), but the 
program lacks a ‘solo’ facility to enable you to quickly listen to 
a track in isolation. 

The .Super Conductor editing screen displays sixteen bars 
which represent the contents of each of the sixteen available 
tracks. As blocks are entered into these tracks, you get a visual 


display of the structure of your song. 

In use, I found it best to initially record very small blocks 
which could be later combined into larger groups as the song 
required. You can insert, delete and copy blocks simply be 
pointing to the required position and clicking the left mouse 
button - couldn’t be easier! 

EDITING 

Super Conductor provides a comprehensive editing 
facility which enables you to examine and alter the MIDI data 
contained within a given block down to the finest detail. You 
are presented with a screen which displays, in chronological 
order, all of the MIDI events contained in a block. You can 
insert, delete and edit these events as desired. 

Although the editing facilities are very thorough, many 
musicians are likely to be absolutely horrified by the sight of 
all those numbers. 1 can’t help feeling that a graphical display 
such as that used by the Steinberg Pro 24 would have been a 
much better solution. 

Paul Huggett takes a look at otic of the 
most economical software packages for 
musicians. Can good Midi software be 
had at a reasonable price? 

After a block is recorded, you can filter selected types of 
MIDI data, transpose it, and quantize it (correct it for timing 
errors). Quantization is a very useful tool which can make the 
difference between a song sounding just ordinary or being 
‘tight’. However, if you overdo it, you can easily end up with 
something that sounds stale and mechanical. The ability to 
filter data from a block can be especially useful if you have a 
keyboard which transmits after-touch information - which 
often wastes a vast amount of memory. Although these 
functions perform their designated task perfectly, they suffer 
from the disadvantage that they operate DESTRUCTIVELY 
on the data itself. Once you have quantized or filtered a block, 
your original data is irrevocably altered. The moral must be to 
save your data first! 

DOCUMENTATION 

Super Conductor is supplied with a comprehensive 
manual which does an excellent job of guiding the user 
through the program. It includes the complete MIDI 1.0 
specification, an index and an appendix containing 
descriptions of all the possible error messages - all of w r hich 
are very welcome. 

VERDICT 

There is no denying that this is a capable package. For a 
low r -cost MIDI sequencer it provides a comprehensive range 
of facilities and good use of the GEM environment. On my 
wish list would be the ability to have a metronome click on 
playback - without one it is difficult to tell just how accurate 
your recorded performance was, I would also have liked to sec 
the ability to synchronize with an external clock - without it 
synching to tape is virtually impossible, 

A professional musician or producer would probably do 
better to look at one of the more upmarket packages such as 
the Steinberg Pro24 or the Hybrid Arts systems, but for the 
amateur, the simply curious or for those who lack deep 
pockets, I would not hesitate to recommend Super Conductor. 
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SBE23 is basically an extension of the Atari's already 
powerful E: device. The name means * Screen Editor 
Extension version 2.3 T and the program will add information 
to the normal Graphics 0 screen to let you know the status of 
various keys and in addition will allow you to use a joystick for 
quick movement of the cursor* including a 'home' facility 
similar to that found on many oiher machines. 

The status line at the top of the screen will tell you 
whether the machine is in Caps, Control or Lower case* 
whether the text is in inverse and whether the start/stop flag 
(CONTROL-1) is on. The joystick will enable the cursor to 
be moved anywhere and the fire button will return it to the top 
of the left most column on screen. 


GET IT RUNNING 




A:/': 


So how do you get it running? Firstly you should type in 
the BASIC listing using TYPO 3 to check it as you go, and 
then SAVE this listing to disk, Get a fresh disk with DOS 
written to it, put it in drive 1, and run the SEE23 listing. This 
will write an AUTORUN.SYS file to your disk and this disk 
can then be used to re-boot. You will see the screen change 
colour and SEE23 will be up and running. 

SOME TECHNICAL NOTES 

The program reconfigures the system in four ways. 

Firstly it sets up a new Graphics 0 display list which* instead 
of having three 112 (R blank scan lines) instructions at the tup 
of the screen, has one 112, one 96 (7 blank scan lines), one 2 
[Graphics 0 line) and one 0(1 blank scan line). Secondly* it 
sets up a VBI to handle the cursor movement, the detection of 
upper/Lower case etc. and to update ihe status line. Thirdly the 
DGSINI pointer is altered so that all RE SETs are trapped to 
re-initialise SEE23. Finally LOMEM is raised to protect the 
program. 

SOLVING A COUPLE OF PROBLEMS 

During the VBI the Display List pointers are changed to 
point to ihe new display list which is used to creace the extra 
line. I believe that this is the easiest way to do it, certainly 
much easier than re-writing che E: handler but, obviously* if 
the user issues a graphics call* c.g. GR- R* he will only be in 
this mode until the next VBI - approx 1 /50th of a second! To 
solve this I thought that as location 87 contains ihe BASIC 
mode number, all I have to do is check Location 87 and if it is 
equal to 0, change the Display List, otherwise leave it alone. It 
turns out however that this location is always set to 0 during 
the VBI (either [hat or my code is naff!) so it wouldn't work. 
The solution I came up w r ith was to look at the Display List 
and see if it contained an Antic mode 2 two lines down the 
screen. If it did, I would change the screen otherwise I would 
assume that the screen was not GR. 0 and so leave it alone. 


SEE 23 


A neat little utility from Gavin 
Jones that will give you instant 
information on your keyboard 
status 


There might of course be a problem with a custom 
written Display List as, sometimes, the display will gel 
corrupted but this doesn’t matter too much as, if you are using 
a custom Display List, you probably won’t want SHE23 
running anyway and all you have to do is press OPTION and 
RESET together, re-run your program and it will work fine. 

DOS is a major problem. I had two choices about where 
to place SEE23. I could have placed it at the top of RAM, and 
have it trashed by a GR-8 call, or I could put it at the bottom 
of RAM and get it trashed by DOS! I chose that latter so my 
code starts at SlFOO and changes the LOMEM pointer to 
point just after it, If you call DOS however, while the program 
is running it will crash the machine as DOS overwrites the 
VBI code but there is, fortunately, a way round this. If you 
hold down OPTION and press RESET the SEE23 program 
will turn itself off and you can go to DOS as many times as 
you like. To get back to SEE23 type X = USK(7936) and press 
RESET 

SUMMARY 

The status line will show the effect of the Caps, Inverse 
and CNTROL-1 keys, Play around w r ith them to see [he 
effect. 

The joystick moves the cursor and the fire button will 
‘home’ the cursor to top left. On the 400:'500 machines you 
will hear an awful buzzing sound from the console speaker and 
the cursor may disappear sometimes. This is not a program 
fault, it happens because the K: handler is making a dick using 
STA CONSOL and STA W SYNCs. STA WSYNC waits for 
a horizontal sync, so if you move the cursor past the line 
waiting to be drawn, the cursor seems to disappear. On the 
XL ’XE machine the problem is solved by turning off the key 
dick. 

If you get fed up with the new screen colour, pressing 
START and RESET will return the colours to the normal 
default. 

To go to DOS, turn off SEB23 by pressing OPTION and 
RESET. If you want to boot up directly to DOS, hold the 
OPTION key down until after the ‘raspberry* sound and this 
will prevent the program from ever being activated. 
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El 1 REM mWX*KXKXkHKMK H O t HKMxm()»KlUKl.nx 
fld 2 REM * SEEJ3 * 

Tfl 3 REM M * 

DM 4 REM * by Gagin Jones * 

EC 5 REM *---- * 

IZ 6 REM * PAGE & MAGAZINE - ENGLAND * 
E0 7 REM WHH I tlt l tHKMKHKH I OtmtUMM I O i KI t KHmtmtM 
MN 8 REM 

ZM 10 REM AIIIQRUN - 5Y5 builder for 5EE23 
CD zo REM by Gavin Jones. 

BA 30 REM 

Y« 35 ? “nmsert fornstted disc with DOS 
then":? "press to write AUTORLI 

N.SYS." 

LQ 30 IF PEEK(53279J<>6 THEN 36 
TO 40 OPEN ttl, B, 128, "D; AUTORUN. SYS" 

MU 45 ? :? "Creating AUTORUN.5Y5 file..." 
DZ SO FOR A-1BOO TO 1450 STEP 10 
RZ 90 RESTORE A 

GZ 90 FDR B = 1 TO 15 : READ C : PUT ttl, C : HEKT 
B 

CP iOO NEXT A 

Lii no ? :? "File created" : CLOSE si : end 
P£ 2000 DATA 255,255,0,31.153,33,173,31,2 
09,201,3,208,1,36,105 
PD 1010 DATA 12,141,30,31,165,13,141,31,3 
1,169,28,133,12,169,31 
TG 1020 DATA 133,13,76,33,31,32,255,255,2 
16,168,1,133,66,173,36 
JC 1030 ORTA 2,141,156,33,173,37,2,141,16 

9.33.169.32.141.37.2 

0J 1040 DATA 168,77,141,36,2,169,0,133,66 
,141,40.2,169,32,141 

TK 1050 DATA 49,2,169,35,105,1,141,3,32,1 
69,32,141,4,32,169 

GB 1060 DATA 160,141,231,2,169,33,141,232 
,2,173,31,208,201,3,200 
DM 1070 DATA 13,173,30,3i,133,12,173,31,3 
1,133,13,76,116,228,173 
FB 1080 DATA 31,200,201,6,200,10,169,148, 
141,153,33,169,202,141,154 

IK 1090 DATA 33,173,193,33,141,198,2,173, 
154,33,141,197,2,96,lO 
BT 1100 DATA 0,96,96,180,31,0,66,64,156,2 
,2,2,2,2,2 

CE 1110 DATA 2,2,2,2,2,2,2, 2 ,2,2,2,2,2,2, 

2 

OH 1120 DATA 2,2,65,31,144,129,120,128,12 
0,179, l&S, 165,128,182,165 
PP 1130 DATA 178,179,169,175.174,128,146, 
142,147,128,128,181,176,176,165 
ER 1140 DATA 178,128,163,161,179,165,120, 
120,174,175,178,173,161,172,128 
HC 1150 DATA 120,128,141,21,33,140,21,33, 
142,21,33,173,48,2,133 
IR 1160 DATA 204,173,49,2,133,205,160,11, 
177.204,201,2.200,10,160 
SS 1170 DATA 31,140.49,2,160,0,140.112,96 
,98,0,6,0,66,64 

Z& 1180 DATA 156,2,2,2,2,2,2,2,2,2,2,2,2, 

2.2 

YU 1190 DATA 2,2,2,2,2,2,2,2,2,65,0,32,0, 

0,0 

ZH 1200 DATA 0,0,0,0,0,0,0,O,0,0,0,0,0.0, 

O 

zk 1210 data o, e, o, o, o, e, e, o, e, a, o, e, o, e, 

o 

DA 1220 DATA O,B,0,0,0,0,0,0,G,141,155,33 
,140,156,33 

RZ 1230 DATA 142,157,33,173,48,2,133.204, 
173,49,2,133,205,160,11 
FO 1240 DATA 177,204,201,2,208,10,160,32, 
140,49,2,160,8,140,48 
SD 1250 DATA 2,160,0,173.190,2,201,0,240, 
7,201,64,240,17,76 

LU 1260 DATA 158.32,105,125,33,153,92,33, 
200,192,7,208.245,76,169 
OZ 1270 DATA 32,185,!±B,33,153,92,33,280, 
192,7,208,245,76,169.32 
YH 1280 DATA 105,132,33,153,92.33,280.192 
,7,208,245,160,0,173,182 


YP 1290 DATA 2,201,0,240,3,76,196,32,105, 
139,33,153,104,33,ZOO 
LO 1300 DATA 192,7,208,2*5,76,206,32,105, 
146,33,153,104,33,200,192 
Dp 1310 DATA 7,200.245,173,255,2,201,0,24 
0,8,169,171,141.111, 33 
01 1320 DATA 76,226,32,169.160,141,111.33 
,160,0,185,71,33,213,31 
UJ 1330 DATA 153,3S,32,200,192,42,208,243 
,169,255,141,219.2,173,0 
KD 1340 DATA 211,41,15,201,7,240,20,201,1 
1,240,21,201,13,240.27 
HD 13E0 DATA 201,14,240,10,109,8,141,219, 
2,76,39.33,169,135,76 
SQ 1360 DATA 36,33,169,134,76,36,33,169,1 
42,76,36,33,169,143,141 
TM 1370 DATA 252,2,173,132,2.201,0,200,13 
,165,02,133,05,169,23 
GS 1380 DATA 133,84,i69,143,141,252,2,173 
,155,33,172,156,33.174,157 
RU 1390 DATA 33,76,98,220,160,160,160,160 
,211,197,197.160,214,197,210 
IE 1400 DATA 211,201.207,206,160,178,174, 

179.160.160.213.208.206.197.210 

BS 1410 DATA 160,195,193,211,197,160,160, 
206,207,210,20S,193,204,160,±60 
AE 1420 DATA 160,160,160,160,160,168,213, 
200,208.197,210,160,195,204,207 
CG 1430 DATA 215,197,210,160,195,195,ZD6, 

212.210.204.160.195.206.207.210 

TR 1440 DATA 205,193,204,160,201,206,214, 
197,210,211,197.6,0,0,0 
HE 1450 DATA 0,0,0,224,2,225,2,0,31,8,0,0 
, 0 , 0,0 


COME AND SEE PAGE 6 and 
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THE ATARI CHRISTMAS SHOW 

Novotel Hotel, London 
November 20th - 22nd 


El 


ck up all those missing hock issues 
sk us about Atari 
ft some great books 

nquire about the very best in Public Domain 


(great reasons to come to the show (well four really 
but who has heard of PAGE 4!) 


SPECIAL ‘PROBLEM DESK’ FOR 8-BIT OWNERS 


Visit our ‘Problem Desk’ manned by new PAGE 6 
member and Atari S-bit expert Phil Cardwell. 

Phil will try and help you with any problems you may 
have whether it’s programming, listings from the 
mag or any other topic. Give him a try! 
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PEN PALS CONTACT 


ST PENPALS WANTED; To swap hints 
and tips etc. on a European, basis. All letters 
replied to. Contact David McKeever, 

Hilihead, Tarbolton, Mauchline, Ayrshire, 
Scotland, KA5 5NT 


FOR SALE 


ATARI 850 INTERFACE; In mint 

condition plus dust cover, communication 
software and quick connect I/O board. 
Bargain at £65. Tel - G.TinsJev (0270) 
766462 

XL SYSTEM; 800XL, 810 Disk Drive, 
1010 Recorder, all with manuals, 2 
Joysticks, dust covers, 42 disks and 9 
ROM’s, some books and manv cassettes, All 
for £499 o.n.o. Call Alan or» 0344 56814 
after 6 p,m. 

XL SYSTEM; 800XL with Disk Drive and 
cassette plus £250 of software, books, 
magazines etc. £275 o.n.o. Tel. Hedncsfard 
5697 

ST FDR SALE: Atari 520 ST with one j 
Meg disk drive and one 1 Meg drive. High 
res colour monitor, over £275 worth of 
software, blank disks and stand, £500 o.n.o. 
Ring (0689) 36805 after 6 p.m. 

SYSTEM FOR SALE: Two SOOXL’s (one 
still boxed), 1050 disk drive and laser, 1029 
Dot Matrix Primer, 1010 Recorder, 1020 
Primer. Plotter, Touch Tablet, Trakball, 
Joystick. All mint condition and with dust 
covers, paper, etc., 200+ disks, tapes, 
books, etc, £450 secures. Will not split, 
Buyer collects H/W Lancs. Phone (07061 
843065 


BOOKS: Atari Technical Users Notes, 
Computer Animation Primer, Inside Atari 
DOS, Mapping The Atari, Offers. Tel- 
Worksop 720727 

XL SYSTEM: 800 XL, 1050 Drive (still 
under warranty), XC12 cassette. Well over 
LOO games. Jovsticks, mags and manuals. 
£299 Telephone 0920 870519 

PROM PROGRAMMER; Fits into 
joystick pore , complete with Software. 
EPROMS and blank cartridge board £55. 
Also 48k Aiari 400 with, full keyboard and 
410 tape unit £55, Phone Gloucester (0452) 
33863 


XL SYSTEM: 8O0XL* 1050 enhanced disk 
drive* 1010 cape deck, touch tablet, joystick, 
selection of tapes and disks. £170 ono P May 
split. Td. (0706) 3544577 

1029 PRINTERS Nearly new, plus 
Atariwriier £90. Also Aiari 800 plus Basic 
cartridge and manuals, excellent condition 
£45. Mapping the Atari (early edition) £5. 
De Re Atari £8 v.g.c- Write to F. Duggins, 
2S Hill Drive, Estmouth, Devon, EXS 4QQ 


1020 PLOTTER; Complete with lead a, 
power supply, manual, pens, paper and 
program tape. Still in original box! Excellent 
working order only £40, Phone 01-639 8657 
Andrew 

XE SYSTEM AND MORE; 130 XE with 
1050 Disk, 410 recorder. Turboprint/A and 
Atari touch tablet* all in ex-con. 

Assembler,'Editor, Microsoft Basic* 
Superscript, Printshop and Mini Office II 
all with manuals. Lots of software, books, 
mags* etc.. Will split. Offers to A. Giles, 

0703 464600 

PERIPHERALS: Atari 1050 Drive-£90* 
XC12 recorder £20 s includes games and 
manuals. Miss. J. Pilling, 03224-33340 

XL SYSTEM: S00XL, 1050 Disk Drive, 
1010 recorder, Joy ball* S/ware, Books. 
Bargain at £160. Td. Mike on 0452 33863 

600XL SYSTEM: Expanded to 64K* 1010 
Program recorder, 1029 Dot Matrix printer 
and 2 CX40 joysticks with software. 
Telephone Mr, A.B. Jones, Wigan 53780 

XE SYSTEM: 130XE, 1050 disk drive, 

1027 LQ primer. All boxed and as new. 
Loads of software, value £300 included 
free!! £330 o.n.o. Ring RAY on 0293 
(Crawley) 24657 anytime. 

XL SET DP: B00XL, 1050 Disk Drive, 3 
joysticks, computer desk* magazines and 
over 400 games in lockable boxes. £220 
o.n.o. Tel - Runcorn 76404 

MAGAZINES: 45 issues of Antic, Analog, 
Compute!* Atari User* Creative Computing 
and I/O, dating from 1982 to present NO 
split. Phone Mark (0334) 75673 

130XE SYSTEM; Includes XE S 1050 Disk 
Drive* Touch Tablet, Joystick, Dust covers, 

2 boxes full of software, PAGE 6 library 
disks 1-40. Fantastic System that has to be 
seen. £250. Phone Darren on (0621) 782826 
after 7 p.m. 

XL SYSTEM: Atari 800XL, 1050 Disk 
Drive and XC12 Data recorder (still under 
guarantee). Software, manuals, dust covers* 
all in excellent condition. £200 o.n.o. Tel. 
01-459 7923 Evenings (Wlllesden) 

IS PLATE: 1050 IS Plate disk drive 
enhancement and Grabber Software. Only 7 
month & old. £55 o.n. o. Phone Bradford 
(0274) 675739 After 6.30 p.m. 

XL SUPER SYSTEM: 800XL, 1050 
Drive with L\S. Doubler chips* 

SpartaDOS, DOS XL, 2.0/2.5. All with 
original packaging and documentation, plus 
Atari Basic'DOS manuals, memory map etc. 
Forty disks crammed with software, various 
Antic / Analog PAGE 6 / Atari User 
magazines. £275 the lot!. Phone Mike 
Doyle, Derby (0332) 810785 


WANTED _ 

WANTED: Mapping the Atari, fairly cheap 
and quickly, preferably revised edition. A. 
Thompson, 135 Henlly's Way, St. Dials, 
Cwmbran, Gwent, NP44 7NF 


URGENTLY REQUIRED; Page 6 issue* 

I -18, also needed ANTIC August 1984, 
Please phone Dean, 02 1 472 0073, after 6 
p.m. 

WANTED: Atari 130XE in good working 
condition, pay £50. Contact J. Dimmer 
0980 22991 

TRIPLER BOARD WANTED: From 
ex-Computer Support or a Ramrod XL 
(from CDY Consulting (USA)). Also an 
interna] 256K upgrade for 64K 800XL or a 
cheap external version. Cash or swap for 
Omnimon XL chip. Harrogate 0423-879533 

WANTED: Atari magazines, books, etc. for 
new Atari owner. Please write to Mrs. M. 
llamlyn, 37 Scdgdey Grove* El son, 
Gosport, Hants. P012 4NL 

MAGAZINES: I offer s minimum of £1.50 
each for Issues 1-3 of Monitor and Issues 
1>2>4*5,6,11 of PAGE 6, Phone Ron 0772 
791470 

DISK DRIVE;PRINTER: Warned any 
H-bit drive or printer. Swap for WASP 
synthesizer:- twin VC0 s* VCF; VGA; 
White Noise; Only 2 octave keyboard but 
capable of any note by means of band 
shifting. 4 waveforms 5 frequency controls; 
FULL ADSR control. Valued about £100. 
Write to^ 5. O’H&nrahan, 6 Northdown 
Hill, Si. Peters, Broadstairs* Kent. CT10 
3JH 

XE COMPUTER: 130XE computer 
wanted and/or original games and utility 
software, also instructions fur 850 interface. 
Tel. John on 091 2260835 (evenings.) 

PRINTER: 1029 printer with paper 
wanted> must be in good condition, will pay 
up to £^0, Other printers considered. Tel 
(0203)311727 

ST BITS: Wanted SI add-ons, disk drive, 
Hard Disk* Monitor, printer, etc. Please 
phone John on York 4 ] 3373 


CLUBS 


P.A.C.K-: Potteries All Computer Klub, 
For further details contact G. Tinsley on 
0270 766462 

ATARI HOME COMPUTER CLUB: 

Join today. For details and a free newsletter 
contact Richard at 49 Ambleside Road, 

Beck worth, Nuneaton* Warwick^ CV12 
8RR. Overseas Applications welcome. 

SPENNYMGOR COMPUTER CLUB: 

For anybody interested in computers, wc 
meet every Monday night at Spcrmymoor 
Leisure Centre in ifoe Alpine Room at 6.30 
p.m. All ages welcome. Further info? Phone 
Teresa on 0388 813150 


YOU can use CONTACT. It is free of 
charge and open to any notice 
connected with Atari with the 
exception of the safe or exchange of 
commercial software. The Editor 
reserves the right to reject unsuitable 
notices. Please study the format of the 
present notices and draft yours . 
accordingly* Put your notice on a plain 
sheet of paper headed CONTA CT and 
send to CONTACT, PAGE 6* F.O* BOX 
54, STAFFORD, ST 16 1DR 
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Have you ever wanted to sit in front of your computers 
sketch a simple outline of an object with a joystick and then 
watch as your computer turns the outline into a full 3-D image 
complete with hidden surfaces? The 3-D Animator will do this 
for you but it will also allow you 10 view the 3-D image at any 
orientation and scale with a variety of surface textures and it 
will automatically calculate and record different views of the 
image and play them back sl high speed to produce full 3-D 
animation! 

Sounds interesting? Type in the listings, following the 
instructions given carefully., and you will then be ready to 
follow the Tutorial which will teach y ou how to use The 3-D 
Animator fully. After that, use your imagination to create and 
animate some beautiful objects of your own. 

The 3-D Animator will only run on 48k disk based 
systems and uses virtually all of the available memory. In 
order to leave as much memory as possible available for 
images, the individual modules are only loaded when required 
and there is minimal error trapping, so lake care, especially 
when entering filenames. Note that even small changes to the 
listings may cause the program to crash. 


TUTORIAL 

The easiest way to learn how to use The 3-D Animator is 
to follow a tutorial^ so boot up your 3-D Animator disk and 
follow each of these steps which will start with drawing a 
simple image and end tip with a fully animated Image File, 
Before beginning, take note that your 3-D Animator disk must 
be left in the drive ai all times and must not be 
write-protected. Note also that error trapping in the program 
is minimal and it is particularly important to include the drive 
specifier (D:) in all filenames- 

1. GENERATING AN IMAGE 

Let's begin by creating a simple image. Select Option 1 - 
Generate an Image from the main menu and the Graphic 
Editor screen will appear. A joystick plugged inro port 1 will 
control a small single pixel cursor which can be positioned 
anywhere on the right hand side of the screen. The space bar 
will toggle between a fast or slow cursor. Try it. 

Our first shape will be a square headed nail as shown in 
Figure l. This shows the Graphic Editor screen with an 
ouEline drawn on it and a view of the 3-D image that will be 
generated from the outline shown. Position the cursor ac point 
A and press the fire button (a short sharp press to avoid 
selecting the point twice). Move the cursor to point B, press 
the fire button to select the point, and Lhen move to points C 
and D pressing che fire button each time. Now press any key 


In Issue 26 Philip Robinson 
presented Solid Modelling which 
allowed you to create complex 
objects with shading to give a 
three dimensional effect. Now he 
goes further with a super program 
that not only allows you to create 
true 3-D objects but also allows 
you to animate them at high 
speed! 



on the keyboard and you will be prompted for the 'Number of 
sections 1 required. 


This represents the number of ‘steps' taken in rotating the 
outline around the central axis when forming the 3-D image. 

In this case a square headed mil is required so enter 4 in 
response to the prompt and press Return. A prompt for the 
filename will now appear. Enter the drive and a filename in the 
normal way but do not specify any extender. Note you must 
include the drive specifier. For our tutorial use the filename 
P:NAIL, 

Four files will now be created. Using the example given 
these will be NAIL, NAIL.XYZ, NAIL.FAC and 
NAIL.CTL. You will see messages as each section is 
processed and information is stored into two of the files 
(NAIL.XYZ and NAIL.FAC), When all the sections have 
been processed a message wilt appear showing the number of 
coordinates required to represent the 3-D image. The number 
of coordinates is calculated as follows: 

(Number of points) x (numbers of sections + 1) 

The 3-D Animator can only display images with up to 98 
coordinates due to memory limitations so you must not exceed 
this limit or the display function will crash! With our square 
headed nail, the number of coordinates message should be 20 - 
(4 points) x (4 + 1 sections) = 20, 

Following this message will be a prompt asking if more 
outlines are to be added to the image. Enter Y and then add 
points E, F, G from Figure 1 in that order. Next press any key 
on the keyboard and the prompt for ‘Number of sections' will 
appear again. This time we require a more rounded shape for 
the shaft of the nail so enter 6. 

Each section will now be processed and messages will be 
displayed as further information is stored into the two files 
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NAIL.XYZ and NAIL.FAC, The number of coordinates 
message which appears after processing is complete should 
now be 41: 

A,B,C,D (4 points) x (4+1 sections) = 20 
E,F,G (3 points) x (6 +1 sections) = 21 
Total — 41 

Now enter N to the prompt asking if more outlines are to 
be added to the image and a message ‘Completing image file* 
will appear. Information will be stored in the NA1L.CTL file 
and you will be returned to the main menu. 

At this stage details of the 3-D image are stored in the 
three files NAIL.XYZ, NAIL.FAC and NAIL.CTL, These 
three files are collectively called the Image File. The fourth 
file (NAIL) is empty , ready to be used for storage of views of 
the 3-D image. 

TWO SIMPLE RULES: When drawing outlines you must 
conform to two simple rules: 

1. Outlines must be drawn in a clockwise direction. In the 
NAIL example you did that by drawing the points in the 
order A,B,Q,D for the first outline and E,F,G for the 
second outline. 

2. Outlines must be ‘closed*. They can be closed either by 
the central axis being part of the outline or, if drawn away 
from the central axis, by closing the outline itself (i.e. a 
square, triangle etc,) The outlines for the NAIL are dosed 
by the central axis along the lines AD and DG, 

2 . DISPLAYING FILING VIEWS OF AN 
IMAGE 

Now you have drawn an image in outline which has 
automatically been saved to disk, it is time to have a look at 
what the 3-D image looks like. Select Option 2 - Display/Filc 
Views of an Image from the main menu. A prompt will appear 
asking for the name of an Image File, This can be any image 
that you have created and which is on your 3-D Animator 
disk. Remember to enter the drive specifier followed by the 
filename of your image but do not specify art extender.. In this 
tutorial example you enter D:NAIL. The image will be read 
from the NAIL.XYZ, NAIL.FAC and NAIL.CTL files into 
memory and the screen will blank. 

The following control keys are now active. 

D - Display/File views of an image 
V - Viewing specifications for an image 
I - Initialise (to null) settings for rotation, scaling and 
transformation of image 
R - Specify rotation of image 
S - Specify scaling of image 
T - Specify transformation of image 
E - End (Return to main menu) 

The first thing to do is see what our image looks like so 
press the D kev and you will sec a prompt for the 'number of 
displays 1 required. For the time being we only want to see the 
image on screen so enter 1 and you will then be asked if you 
want ‘filing 1 . Enter N and press Return. If you enter Y the 
resulting image will be saved to disk and will overwrite any 
existing image, 


The 3-D Animator will now start generating the display. 
There are many calculations involved so the screen is ‘turned 
off allowing more CPU power to be devoted to the 
calculations. So that you will know that the computer is still 
working, it will ‘beep’ once after each of the three major sets of 
calculations it performs and after the third ‘beep’ the display 
will be turned on and the image will be drawn. A fourth ‘beep 1 
will indicate when the image is complete. 

Selecting a Different View 

You should now have a front view of your nail but this 
doesn t show the 3-D nature of the image very well so we will 
rotate it into a better viewing position. Press the I key which 
will initialise all the rotation, scale and transformation settings 
to null. A message will be briefly displayed indicating that the 
settings are initialised. Press the R key and you will be 
prompted to enter the rotation (in degrees) that you require 
for each axis. Positive values will rotate the image in the 
directions shown in Figure 2, negative values in rhe reverse 
directions. Enter 45,0,45 to rotate the image around both the 
X and Z axes and wait for the prompt to disappear. 

Each time you change the image you must redraw by 
pressing the D key. You will know when the image is ready 
because any on screen prompt will disappear, so wait and then 
press D. Request 1 display and no filing and after the 
calculations (blank screen, three ‘beeps’), the image will be 
drawn. If you watch the image you will notice how it is built 
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Algorithm' and provides the correct display of the image with 
regard to 'hidden surfaces’. You now have the image of the 
nail viewed from a different angle. 

Scaling and Moving the Image 

Supposing you want to enlarge or reduce the image? No 
problem, just press the S key and you will be prompted to 
enter the sealing factor that you require for each axis. You may 
scale each of the three axes independently allowing you to 
make, for instance a ‘fatter’ or ‘longer’ image. Enter 0.0,0.6,0,6 
to reduce the size of each axis to 6 tenths of its original size and 
wait for the prompt to disappear. Press the D key, request I 
display and no filing and the reduced image will be drawn. 

You will see that the image has reduced in size but it has also 
rotated. Why? 

An important point to remember regarding rotation, 
scaling and transformation is that each change is ‘added’ to 
any previous change unless the settings arc initialised first. If 
only scaling had been required, the I key should have been 
pressed prior to setting the scaling factors. 

Now, let's put the image back to its original size. Press the 
I key followed by the S key and enter 1.67,1.67,1.67 to scale 
the image up to its original size. Press the D key, request 1 
display and no filing and as the image is drawn you will notice 
that it doesn’t rotate this time. 

So far we have changed the viewing angle of the image 
and reduced and enlarged it, but suppose we want it move to 
another part of the screen? This is where ‘transformation’ 
comes in. The T key works in a similar way to the examples 
given so far but moves the image along its axes with the values 
entered representing the distance moved in pixels. Positive 
values cause movement in the directions shown in Figure 2 
and negative values will move in rhe reverse direction, 

A WARNING! No ‘clipping’ of the image is performed and 
the program may crash if the image overflows the screen 
boundaries of Graphics 8 i.e, 320(X) by 192(Y), This option 
has been omitted in the interests of speed and to allow 
maximum use of memory for images. If you do crash, you may 
start again by entering RUN “D:MENU.3D”. When the main 
menu appears you must start right at the beginning with 
Option 1 - Generate an Image, however if you hadn’t filed any 
views of images before the crash you can start at Option 2 - 
Display/File Views of an Image. With a little care you can 
easily avoid this problem anyway. 

Adding Texture 

Having got this far you should be able to draw any image 
and manipulate it on screen as you wish, so let’s take a look at 
one final option before finding out how we can animate the 
object we have created. 

The images displayed so far have been white with black 
edges (the initial default} but many more options are available. 
Press the V key and you will be prompted for a shade value. 
This value determines the density of pixels that are set on the 
surfaces of an image. The value can range from 0 for all pixels 
on (white) to 64 for no pixels (black). Enter a shade value of 60 
(almost black) and you will be prompted for the texture of the 
surfaces. A response of Y will give a regular effect known as a 
Half-Tone and a response of N will give Random effect. Enter 
Y for Half-Tone, You will now be prompted for white or black 
edges. Enter Y for white edges. The image will now be drawn 
again (no rotation, scaling or transformation is performed) 
using the new specifications. 


Try some of your own settings to see the effects. For a 
‘wire-frame* image enter 64 for Shade, Y for Half-Tone and Y 
for White Edges, To return to the default settings enter 0 for 
Shade, Y for Half-Tone and N for White Edges. 

3, MAKE IT MOVE! 

You should now be able to display an image at any 
orientation, scale and texture so now comes the big moment! 
Let’s produce a moving image. 

Firstly you should position the image using the features 
you have learned so far, so that it looks roughly as in Figure 1. 
You should have white surfaces and black edges. If you can’t 
manage to get back to that view, don’t worry, it is not that 
important so long as you have a good view of the image 
otherwise the animation could be disappointing. 

Animation consists of rotating the image through a 
number of steps. Press the I key to initialise all rotation, 
scaling and transformation and then press the R key. Enter 
0,90,0 to rotate the image around the Y axis and then press the 
D key and request 5 displays with filing. 

The next process will be automatic and in this example 
will take around five minutes. Five displays will he generated 
and filed on disk (in the NAIL file) and after filing each 
display, a message will briefly appear showing the total 
amount of data written to disk so far and the number of 
displays still remaining to be generated and filed. Keep an eye 
on the amount of data written for each image as it will show 
you how many displays you can have in the Image File if you 
should w r ant to change it later. 

When all displays have been filed the image will remain 
on screen but the Tiling - Please wait* message will disappear. 
The process is virtually complete so press the E key and after a 
little more file activity you will be returned to the main menu- 
You can now use Option 3 to view your animated sequence. 
Simply enter D:NAIL when prompted for a filename. 

That’s just about it, except for one final option when you 
are viewing an animated sequence. Pressing any key apart 
from F will abort the image and return you to the menu but 
the F key allows you to select the speed of the animation. The 
speed is initially set to the maximum of 256 (approximately 1 
tenth of a second) which is the slowest animation. Try a delay 
of 100, or less, for some really fast moving shapes! 

TWO SIMPLE RULES FOR ANIMATION: When 
producing animated sequences you must conform to these two 
simple rules. 

1. The first and last display in the animated sequence must 
be the same. In the NAIL example you did that by rotating 
the image through 90 degrees five times - think about it! 

2, The animated sequence file must not contain more than 
22,000 characters of data due to memory limitations, which 
is why it is important to note the amount of data written for 
each image. When producing an animation, it is wise to 
generate and file a few displays to start with so that you can 
judge the likely size of the final file by watching the data 
written messages. Obviously simple shapes can be animated 
through more stages than more complex ones. 

There you have it! You should be able to create some 
superb objects and animate them as you wish. Use your 
imagination to combine as many of the features as you can and 
have fun! I hope that you have as much enjoyment using The 
3-D Animator as I did in developing it! 
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S-D SOLT6 ANIHOT10N 
1I5TIHG 1 


tl 1 HEN 

iU J I4FM ¥. 
DI 3 REM * 
tU 4 HEH ■ 

IV 5 titH * 

LN & nFM 
EF 1 f it r k 


tL 10 TRAP 2&I? CHH* (1251 ^PGKE 7141,0:7 E? 

"3 -i> 3-0 LID AWTHATlttM A55FHBI V LOADER" 
EG IB DftTft 0 F 1 J Z , 3, 4 „ G . 6.7 , 8 P B , O r Oj □ . O r 
11 * 12 , 13 , 14,15 



OK 7 0 DIM bOTS M . HF«f22» 1P-DH M=B TO 2?; 
AE4D N j HEK CK3 ~K: HEHT K ; LI HE ~0 ^ O : R E 5 T OR 
E lftoe : TRAP ?0:? i7 '■ CHECKING DAT A" 

GO 25 VDTAL-*:LIKE-LIHt+ia;? "LIHE1"J LIRE 
!REfl& DIIHUF LEO (DATS? 0?0 THFH 100 
OE 28 brtTLIM-pEEK £163i *PEEK Cl 041*256 : IP O 
ATLlhOLXHE THEN 80 

LU 30 FOB Hzi TO 13 STEP 2:Dl- A5C CDAtSIK, 
HIJ-4B1OI-ASn (DAT*tm-1* k*i j j-48 f0¥T£ = H 

EM [pUM16tHCHrD71 


JN- 46 IT THEM PUT HI , RVTE' NEK I K:R 

EAD CHKSU«i GOTO IS 


MC 50 TOT A L = TO T A*L * 0 V TE - HEHT Ml REAP CUK^UH 
:ir TDTdL-CHKIUH THEM 7 0 

ok oe goto ieo 

Mr 70 IF PEEK Cl 3d) Oft THEI* 10(1 
BE 73 IF A^S-fl THEM ±20 
□ T 77 7 "ALL DUNE'iEHD 

DM 00 IF fliS=I AMD LINE =1100 THFN 120 
FH 83 If A15-3 AMD LIME--2200 THEM 120 
UH 06 IF LZME-1A0D THEM L2NE=l*OBqRESTORE 
zooo:toio 2a 

3M 87 IF LlH-E^ZZOG THEM LIME=2T6D3 RESTORE 
aBOO 13 GOTO 26 

AC 80 ? M LINC "i LINE ; 11 ML55IHG 1 11 e CLOSE B1 

i EHO 

LB 120 CLOSE HI 

flE ISO IF i?Sz| THEM OPEN MI„5.0 r "0:08Jl, 
3D":PA« = ftASi-IrLIHE=880i&ElTORt IBOli 
1TRAP 78:-GOTO lOtl 

GV 140 IF A*5=2 THEM OPEN HI * IP r B, "0-: nRJ2 . 
30-': A55=3 JiIK^I330 : RESTORE 2000 1 fH&P 

70 3 G0TQ 166 

ed iso if 058-3 Them gpem m, 8 - 8, "D:OftJ3 l 
3D" i CAS4S2 : LIME=Z580 : RE8Y0VE 3000 ! TRAP 
FOiCUTG 160 

BC 160 ? :? -HHTTIMG FILE":GOTO ZB 
Mil ICO 7 "BAD- DATA: LIME <'iLIN|:? TOTAL J L 
1ST LIME 

Z» lOOO DATA FFFF2Ei&POlErFSGOOO0A5CClO3? 
J 0 A 5 BOE see 85 CCB 5C D A 8 BOA Z 004 BCD 7 80 3 1 865 
ccft&66CECAfror anacrooASOB.68 58 
QO 1018 DATA ftGFClCBDFPlC AZI07F001 D2F011O 
2EFCiC2EF blcaBAD-FCJLCEDFE1CA0ADF blCED-TF 
IGTOfl&aCFCICODrDlCGADBtR, $616 
VK (020 DATA It 8 BlD 7 F 0 IIGPEFCICZEFOiCDBDr 
a OA &FF ( C E DF C±£ AOF F 1 C ED r P 1 C BOO 0 EE 0 010 D 0 
O3£E0ilD6BAZOGAOO0flpO21D H 4502 
GM 10 TB DATA 8D63lDtf 5r-US5DlBFO?lD2E83 IDEE 
fl? iPD80 3ELoaitOGCC7GCD26DO26DlB-6CCZGCD 
2ADOZGD I 30 A5D0ED021PAHAS r 4GS I 
ES 1040 DATA DlEROaiDieiZ858184D0EE021DPO 
0 -aCE 0 3 10 CAD 0C5 4E 05 IE TO ADO 2 IDE 9010 DO 2 IP 
B-OB3CEOIiDCAP061fiEOa (DDE, 4712 
AI 1051 DATA 021D6UAD2ElPDDTaiO4D2FlD2C3l 
1 D 6 A6E311POD2EI6AD301D8D2FIDtiBABBSlBHB 
G BAD 061 DO 5 56 ADO 71D OSS* GO , 3317 
15 I860 Data 20 jgifa^ oi4C4ilt zw 7 &ita^otrd 

0 4 lGA26 8A?UU9P4ZeaA00 0-?D48D3 5D4S03AD04 
1P2056L4OBAD0B1D79878D08,3241 
OT 1070 DATA 1DAD071DZV070A0AOAODOBlDAADO 

?51ECDeaiD100 34C3ElE4C3 6lE20DCiF4A4ACt> 
OOlDf0O34C3ElE4C£61EADBA J 2454 
EC 1060 DAIA lPFBOa4C5ClE4C7ElE0DO026aDO2 
8A373F101OZ52D121A272F313804UC333BOB0E 


TYPING IT IN 

The program is split into seven listings and all of these must be on the same 
disk. Any image files created must also be on this disk so it is recommended that 
you Start with a newly formatted disk before typing in the listings. Now follow 
these instructions carefully. 

1 . Type in each of the listings separately t checking them with TYPO 3 as you go, 
and SAVE each to disk. Note that you should type NEW after each listing has 
been SAVEd, The listings MUST be saved with the following filenames. 

Listing 1 should be D:LOADER,3D 
Listing 2 should be D;ANIMATK.3D 
Listing 3 should be D:ASM.3D 
Listing 4 should be D;MENU.3D 
Listing 5 should he DjGENJD 
Listing 6 should be D:DSP.3D 
Listing 7 should be D:PRJ.3D 

If you don't use the above filenames the program will not work. 

2 . With the disk containing the above files in drive 1, type RUN 
“DiLOADER.SD”. This will create three additional files on the disk, OBJ1.3D, 
OBJ2.3D and OBJ3.3D. 

3. The file LOAUER.3D is no longer required and can, optionally, be deleted 
from your disk (make sure you have a copy on another disk, just in easel) 

4. Note that the main disk MUST be used for storing all Image Files created with 
the program so it is recommended at this stage that you make a working copy 
using the DOS duplicate disk function. Write protect your original and file it 
away and use the working copy which should not be write protected. 

RUNNING THE PROGRAM 

1. Boot up the computer using DOS 2 or 2 , 5 , insert your 3-D Animator disk and 
type RUN “D:ANIMA J”E.3D”. The program will load the various routines and 
present you with the main menu. 


2, If you have any problems you must switch off before running ANIMATE.3D 
again. 
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212®l4lC23ZD161C8208ZG3E, 134 0 
ris- LB9fl Ofllfl UlA?S43ciIlDZ4ZEni}Z41C3ZIA 
o 7 o r s o 3 ora soo a 2 ? a 171 F 2 u z ai 6 i do 0 oo □ o® a oo 
8o 00000 oobouboadoadoo 808 F 876 

Y1 1IOO RFH * 450 BYTES 

yc 2880 DA I A r rFFb?|E 3 C 22 A 80 £B 9 ODlP 4 C] 691 O 
!D?-)E]blDG0ft91Ol®8diOEFbUflUUZD91OlLD4OD? 
131t?H0iDDU1?U IDQfilBFF r J 117 
PE ZU1U DATA 6AA70239AD101 8LDOD 1 DAD1 l IRC E> 
OElPBOOlZQDftl FCfaFll 15 3 fa API 21PLD1 0 1 BAD E 4 
lOtDll JDRODC26E®i£4i;U2ir r 4:fcD? 

UY 2070 DATA g 06 8A 5 02 D D L 41D Z DO 11F Z DC 1Z O A D 
DD10@D05 It 1 A D0 L ID ILD B61DADHF 1 D ft ft 07 L DAO I A 
1DDO7D30AD1 91BE0l£ll>DB 74 r 2 49 0 
OK 2030 DATA AO IF L D«D ?ai&Bi;ZeiD4L2 BlDiOAft 
S9I DEP2B 1 oat 701 DAO I AJDE^OOeiDZ'JlPLLZ BIO 
A B 2 A 1D P 60 b 2 O 2 G I F 4TfH I F2 O , 3433 
DC 20*0 DATA 3ElEABZ 2IbBOOriFI 87 I BDOBJGC Ffi 7 
1 8 2C £ 9 1D301 A 11« fa 1D DO a 3 FE BO 1 63 B AO 7 ft 1 O F D 
1E1D0D281DAD291DE?0U9DZ5 t lG7S 
JR IflSfi DATA ID1GAD 20 IDBD 1 9 I DfSD ZR 1 DftD3 ft I D 
&D I AIDOD73IDCE2BiDt.0AtbWfiD171OtlD2DlI>DD 
2810APIA1B0DZ9LDODEC1D4E P 34 7 3 
□ S 7000 DATA 291D6EZ81B30AD1E1DCDZB1D6DZB 

lPA9OOED£91D8D251bAD2tilbDBO£7016i€4CO6 
7O7 03E1EEE 051DDOB Jt LOOID 2 300 
BY 2070 DATA ZE231O3O7BAO231DD005EEO71DD3 
8 3C E 8 71D 3 8AD281 Dt PI31D □ D281D A D2 3 1D E D i A 
1DDDZ3 1D1CAD28 I D fiDl.fi 100 D . 34? 1 
OC 2000 DATA 2tHP ADZ91Dfa DTOftD7RiO 

t“fO18DZOIDOBO3CF7FiP2C2ClC-10fi0 60il5flDIb 

1 DEO 1 / 1PQ BO C AD 1B 1D 4-B AO 1 7,3 4 74 

HI ZD3D DATA t D8® 161D6 G 8D171BA0161P8OB7JD 

2 08E IE OP 182 D CD 171DF B OO c E1. B1P 4 C7 828 B 8A P 
771DflRCCdD211D3SCDZBiElD r Jt3T 

MH 2100 DATA ODOtI 6A5CE6O00LD A9u0t5DIH-1GAD 

1D1D8 D F E 1C 2 03 3 J.D A D2 E 1D D OQ 3 1,0 AP 181® 6 DO 0 
lD90O/39AP16J.DEDaBlft£B2B ;l 3 799 
ZY 2118 DATA g D j 61 p E DO D ID 6 D13 ID AD 1 lift L DO L 
lD3DlAlD3 8AD13lPCP2BlPBDia IDIBAiD 131DEP 
0 D 1 DO D 1C 1 DA 3*00 AD 7 32 P QD Z 4- j 344 8 
Jj 2126 ft AT Ci 1P882S1D3BAP1Z1DLPBP 1 D68B?EE 
231DAD8F1DED1Z1DBD1ElD3ftAP151DEB121D60 
8SEE241P AD1Z1DLP1S-1 DflP I F j 3 711 
HE 2136 ft AT d HD Jfi ftp 151® EDO FIG BO 0 9EE 281 BAG 
OF IDE D151D 6D Z 01D6 B BO 3 0811 Ffl D2 D ID D 80 3 4C 
2 Z 2 Z JOE 1 2 PAD 0D1D8 D OS 1 Do P j 4470 
DC 2140 DATA 0EJ 6ODe51D3 8AP051DEDBPlDOft2 2 
lDAPJ.81DF0 53BDlPlDAPlElft6DZl 1DAPZ3188D 
ZblDADOriftflDI61®20&82880,3346 
Tl| 7188 DATA 161DABiClDr032Bbj DlftAPZ81PBD 
7 1 lDAD251PbPZblDZOBOZBOD17 1 D3O5-37BAD06 
lP8DlllDPaPOADOBipnpi01® p 33 33 
PD 2100 DATA FOoDEEOSlbDBBlEEOfa 1P4C4E2138 
AD BS1 p E DO D ID 6P Z Z1D AD 1C i P F8 6 30 P1M DAD Z O 
lP8D£liDA®£51D0P261DAPOr F 3?68 
or 2170 DATA lPQD161D2Ufi6206Pl?lP38ADOblD 
EDIOI D-DPZ Z1DAD1 B 1D F 83 9801D1D AO 1F1D 8D 21 
ID AD2 41D9® 261DAB12iDOB-lfl f 3167 
J J Z1BO DATA lDZBftB7Q6bl51D205?29ADOfalDCP 
141PP830AP051PCP131PF8U8EEO8lPDa63EEBB 
1D4CBOZ1AD7 7IDF0152O371F r 362 4 
WM 2190 DATA 20ED1C20371rI8B91E28ED1E20B? 
IE2 83 71F 60 0 00 60 8 BO B 06 B BO B BO B BO 0 DB □ DB B S 
BO BOB IM1 BOO 60 B BOB OO 600 B DO „ 14BB 
YR 3700 PEti * 908 BYTE'S 

in 3060 DATA T TY T 30 22 3 4 2 3 BO E Bfl 8CP BA0 8CC 5 $ 
65£ F 6BOft tE 686 6A A AO B OU 16C 9 1CE HO D Dr 1E 6C P 
E6CFCAP0F26O666D88tDbP86,8816 
HI 3010 PATA CCB686CF6685CEA0OOB1CCD1CED0 
OAC8B0F7E6CDE6CFitf9DFB64£EflbtC18b5-EIEQfa 
CC9002E6CDA5CC8SD4A5 i;D 85, 7373 
&f JOZO DATA ftBBBBOBOOBDI BO0F68A5P18ECPA5 
® 08SCC A9 F F A 001DIG CD#24 68D1 BCD UU Z t Ot “JA Z 
60 0 OO BOB DOF DC A DQ F Oft 5CC .Ifl, 71 7 8 
HS ID3B ft AT A fi ^O ? 65C C9 0 82E 6C® A9F F C® F CO 2F0 
P6O8A0OOB 1C C85 CE C 881 tc B8C f 06 C C166 3 □ 2 a S 
C C ft B 07 E 6 C DA608 81C C A 6 Bit C .i 6 766 
8 J 3040 DA! ft 9 ICE OSD OF 9 A8C C-l 6711C9B-6C 700 Z 
EbC DA6CC I 0610 L H8CC!98ftFFFiCft I ft 10ftftBftfi08P 
B80 36 08P 5403 A 3r FB D8D 64 DD , bOJZ 


*8 IBT5B DATA 810TA907BD87D3A3 |87856E4B0OO 
0 80880 800 80 080 0800 080 0800 000 8UB6OOBUU0 
000008080880000000080000j1114 
EM 3068 REH * Z78 DYttb 


El 
5M 
ft N 
no 

R J 

FD 

Jfl 


1 Ktn 

7 RFM 
I REH 
4 RFM 
3 REM 

6 REH 

7 RFM 


# THE 3-6 ANIMAT 8ft * 

■ 6P Philip R Q 61 DSO ft » 

w ----- w 

W LISTiHL 2 * 


* PAGE fa MA6AZ1HE rHHLAND M 


EP 8 HLM 


LR 1A PGM5IZ=24 I DIM ^UnR^CPgH^IZl 

IN 28 FUR 1±1 TO PGHSTZ 

LIH 38 REP-P BYTE 

JZ 48 SudrSits^CH fltE8YTEI 

IT 68 HEH-T I 

VC 68 H Ft U TEC T — 1 600 

CM 70 MI-INTCPROTECT/2561:LOM-FROTtCT 2^6 
WHI 

PL 88 iUHKS [6 P &] ft 0H> 

□ 3 TO SUCRf (14 F 14) =CHR$ CHlJ 

RL 9^ ? "6RUH"; CHD$ C3 41 ; IL D i AiH.3D'] CHR$ CJ 

4T: ll II3 ll f :Pl3KE 764.* 12 
£D ion Z=USR(APRC5UDD$»> 

HU 11« DATA 24 i 17 3 p £31,2 r 105 , 8 X 141 j 231 ,2, 
l?l J Z32*3 J iM,i J i41 J 232,Z f 169 f a,133,8 P 
76,0,160 


El 
9H 
R H 

EQ 

SI 

ED 

Jfl 

EP 

8R 

ur 

L H 
HH 

HZ 
80 
Hk 
WF 
A-2 
II 

CD 

YE 

HA 

QZ 

ZC 

au 

EC 


1 ft EMI M K M NUN WUHHKH WUH HM-H H mt B MH| | ¥K M RH 

2 REN » THE 3-D ANIFHTDft * 

3 REM * b v Philip Rohin^n ¥. 

4 REM H ----——-- # 

5 ftCK * IT^TTNt 3 * 

6 REH » -----h 


7 HEM * PAGE G MAGAZINE - ENGLAND * 

6 REH ’M N N WN JC WN MM HMWH HA H H Jl H H H H HW-H 

±0 8IH FHSC2B) I GRAPHICS O^SETCOLOft 2,0 
^ 8 - SETC&LOR 1,8x16 

26 PRTHT "L8APING ASSEMBLER CODE^ 

TO PftIHT "PLEASE WAIT" 

40 fn£— 11 p ^ oB J1.30": G8Sii□ SBoa 
68 FHS —fr i GB J7.3D '*?, G0SUB 5000 
60 F NS — 1 h D i: a 6 JI . IP 1 ” l G DSU B GD88 
lee RUN ir P MENU . 3P" 

5000 REH LOAD DDJ FILES 
jUID TRAP 5090 

faOZO DPER B1j4.8,rHf:GET Hi p V:GE T HI , V 
5B3B GET Si p y ! GET Sl r Wl APSTART = 2SfiifH*6 
3B46 GET HI r 8!GET SI r M!ADEHD-2fa6 kH* V 
SBSB APCUR=APSTART 

006 0 GET Si t y ;P PUT AD CUR r U : DPC L R - fi DC1IR 

+ 1 

5070 IF ADGUR<=ADEMD THEN 5060 
SBCfl GOTO 5030 

SD3D CLO-sf H I ! GFTIJCM 


El 1 REM 'H-tt-H-H-H M H MXHHXKhABHH HU.M- M M 'N'W N M.W MH H 
SH 2 REM * THF J-® ANImaiur « 

HH 3 RLM h hy Philip fiabinscn * 

F8 4 REH * ------ m 

TH 3 RFM * LISIIMG 4 * 

ED E REH «------ w 


-JA 7 REM M PAGE fa HA GAZI HE - ENGLAND * 
EP 6 REH 


II 10 Graphics 0:t>tTGDion z F 0.0: SET color 
L,« f IB 

PK 20 FDSITTOH 13,1 

Lfa 30 PRINT ■ KgMrii:MA <n T 1'- 
EK 4B POSITION IB,3 
HP SB PRINT "tiE" 

CM 60 POSITION 12 f 8 

80 70 PRINT ‘IffliHaMaaaEHgEr* 

AS B<1 POSITION 2,9 

AM SB PRINT "1. GENERATE AH IMAGE”I PRINT 
flY 100 PRINT "Z . PXSPI AV/-FILE UIEMS OF AN 
IMAGE":PRINT 

MD 120 PRINT ! 1 3 i PROJECT AN IMA FED SEOLIEHC 
E 1 * 1 I PRINT 

MJ 130 PftIN f “ 4. EHIT'-t PRINT : PRINT 
RU 14D PRINT "ENTER SELECTION”]:INPUT N 
UL 150 IF N<1 PR H>4 THEN 380 

MW IS5 PHIM I S PRINT ■ ■IH.T.IAd‘M6 lT.T*.r.l-M-l-M 
JN4V1-JT^Al 

6H 160 IF H-l T HLM RUN "O^G'EH.SD" 

Dll 17B IF N = 2 THEN RUN "ft 5 DSP. ID" 

TF 180 IT N=S THEN RUN "8SPftJ.ER¬ 
NIE l?a IF H-4 THEN GftflPNlfab OlEHD 

FJ 308 SUUHD 1J 56,0 F e:FOR 1 = 1 ID 188 ;HEHT 

r 

NF 310 SOUND 1J8 F O F D!G8T0 10 


^I 

1 

REM 




SH 

2 

RFM 

W 

THE 3™D ANIMATOR 

H 

Rtt 

3 

REM 

M 

by Philip Robi8£On 

« 

CD 

4 

REM 

M 

---- 

* 

UG 

5 

REM 

N- 

LISTING 5 

N 

ED 

6 

RFH 

* 


n 

JA 

7 

REH 

* 

PAGE 6 MAGAZINE - ENGLAND 

# 

EK 

6 

RFH 





61 la DIM K <2 00 J ,Y EZD8) i Z 17801 r HD Cl 80 I }YD 
C10V1 

CY 20 DIM r<+K 

&B 30 DIM rH1S C70 J,FN29(20 J * FN3S <28 J j rNG C 
2 09 

DO 40 DIM R£f25*,A#C13 

HE 59 fa01□ llOBB 

HU 108 REM ftRAM RIH FOR JOYSTICK 
5K 118 NIJM8-0 : INC = 8 ! A ORH—16 b ; A DRY =96 
SU Ilf CH—ADRK 1 CY=A8RY 

JT 175 COLOR 1 : PLOT Ot BIPHAHID CHjIftiiPL 
OT CK-6j CY ; IDRAMTO CHI$ f CV 
KM 130 IF PEEKC7841 OZ86 THEN ZOB 
MH 148 TF STRrG(09=0 THEN 250 
JI 150 1= STICK. CBT Mr 1=16 THEN III 
EC 160 COLOR 2:PLOT CK.CV 

BH 17B IT HU HU OB THEN DRAHT0 W&eNUHUIjYP 
C HU MU9 

TZ 160 IT 1-7 THEN if CR*IHC<=319 THEN CK 
=CW+IMC:GOTO 220 

KU 158 IT 1=11 ¥ MEN TF CK-1NC> = DORH THEN 
CK=CN-lHG;GOTO 27B 

HZ 28B IF I-J.4 THEM IF CY-INC>=« THEN CY^ 
CY-INC:GOTO Z28 

KS 218 IF 1=13 THEN IF £Y+INU<=1T1 THEN C 
Y-CYt IliC 

Dk 220 COLOR lJPLftT CK.CV 

DP 738 IF NUNU-Oo TuEtt IDHAHTO HD ittUHUI F YD 
(hUMVi 

HH Z4B GOTO 138 
Rli 250 GOSUD S±48 L MUHU-NUMVFl 
NR 260 HD INuHul -CH : YD CNIIH6I -GY 
NC 27 b GOTO 130 

FU £00 IF PEEKC7645 <>32 THFH 310 

PQ 290 GOStID fa-146; POKE 75 4 F 2 5 5 i LHC = IN G + 7 : 

IF TNC>0 THEN IHC-i 
HP 308 faOlU 120 

OU 318 G86LI6 S148 i PDWF 764.25S 
PB 32D FDR 1=1 70 NUMU ? HD ill =MD CIS AORH 
HA 338 Y8 til =YD Ell-ADRY ; HEHT 1 
tJ 2 4 0 N LI HU = Ni l MU - 1 
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IK 40VO Httl r-lLt lilt DHAI.E 
I YZ 4610 GDSUB HD 113 

tD 404(1 PRINT "ENTER NIJMIM I? OF SECTIONS " 

; ; j hfii r h u mii 

MB 4056 IF NUf-tf 1 HI N CO^IIR lOtiVU 
F H 4000 TIICTfl-PHT : GOSUB 6500 
Z5 40J& HOI -HOF * ! NLIMVHMIJHHJ ?■ HOV-HUy t tNUttU 
*1 JttENUHH+1) 

at 4H?5 CD5UB 5010:PRINT TODRIUHrtTFS - “ 

; how 

UH 4100 MO I? E ID I MAF.F t Y/hj 11 1 OO’jUO 

5100 

J« 4110 IF OS-'«Y" THEM CU jUU SOIOiCOXCl H 

u 

VI 4120 PftlMT "COMPLETING THfiCr FILE 11 : GO'S 
UP 10100 

6K 4130 RUM "D: MENU ,3b" 

CP 5OO0 GEM GRAPHIC SETTINGS 
St 3010 HFM SETUP TE6T HlHbDH 
jp 5p£0 GRAPHICS 4 D ; L□ SLIB 507(1;? ;? ;? :? 

: RETURN 

PM 50 30 RCH RCHDVC TENT HT Mlb l"l W. 

VG 3B4B GRAPHICS 56iGOSUtt SB/O:RE TURN 
CS 5050 REM CLtan SCREEN 
SM 5060 GRAPhlCb 24 1(1051111 5070:RETURN 
MM 5070 REH SET C DIG UR REGS. 

VO 5030 St f COLU It Z j D. O : SETCOLOR 1,0 , IS S CO 
LOR 1 

HF 50 90 RETURN 

10 5100 HEM ASK QUESTION 

HF S116 PRINT OSj:INPUT A$ 

ZC 312,0 IF AS<>“Y" AMD ASO-’N" THEM GOSUB 
5150: bora me 
AO 3130 PFTURM 
VA 5140 hem beep ok 

FH 5150 SOUND 1 1 P 30»lO F a:FOR 5Nfr=l TO 50!M 
EMT SHplGQTO 5150 
ISA 5160 REM DEEP ERROR 

Zu 3170 SOUND l,50p6,a:rafit snd=i to 150:M 
FHT SMD 

YQ 3100 SOUND I,ft*0.0;RETURN 
AS 0500 REH RE U30 D 
DM 6310 K=PI«Z/HUMH 

UJ 6510 L=MUMV+1 i CT-C CS CTHFT A3 ; 5T=S1N ( THE 
TAJ 

YE 6530 REH FIRST VERTICAL SET 
OV 6540 FOR fr=l TO L 

eh esse x (PI-HP(Pa I s v CRi =yp rPl : ZIPJ = hd i 

PI »ST 

SO 6550 PRIMT RliKiPir% ,, iV(P); ,1 1 ,i J 
HD 6 57? PRIMT ttljZtPJ 
JO 5500 NEWT P 

HT 6590 REH SECOND VERTICAL SET 
GO 660 0 f OR FI— 1 TP NUMH 

SO 6505 G0 SUB S 0iO : PH INF '■PROCESSING SECT 
ION »;;Qj" OF a <|HUMH 

QM 6610 THETA-TUFT A> + K : CT=C05 (THE TAJ 1 ST-SI 
N CTHETA3 

OP 66ZO FOR F-I TO L 

LK 0636 K(P+LJ= HbCPI*CTtYCPfLT-YOCP3 : Z LP + 

L J = HD fPl-H-ST 

GO 6640 PflINf BliKCF*l,|; ,l p ,i ;V(P+LJ; ,, / fc J 
LH 6050 PRINT ttl; Z (P+LS 
IK 5650 NEKT P 

UN 5670 REM FACET CFIj Fij F3 j P CF413 SETUP 
QNTr-CLOCItHlSc 
MX BOBD FOR P~I TO NUMV 

SV 6590 FCUlS^P lF CH3*=P+L ;FCH3)=F4U2)*Li F 
fW)=F(H3)-l 
FG 670(1 SI£Es4 

HL 6710 IF KDCrCHtll-? THEM SIZE—^ 

CL 5720 IF XQCFCH2JJ=0 THFN SIZE =3 i F 1(431 - 
0 11441 

IV 6710 PRIMT UZi SIZE 

HU 6740 FOR H=1 TO SIZE 

HT 6750 PRIMT ttZjf(H)*[P-llfeLtHOW 

FtS 6760 NEKT H 

JI 6790 HEXT P 

HA 6010 HEH HAKE FIRST SET SECOND SET a HP 
REPEAT 

HO 6640 FOR P“1 TO L 


. 3-D ANIMATOR... 3-D ANIMATOR... 3-D ANIMATOR 


TV 

n 

OP 

rz 

JH 

gw 

ZB 

t A 

uo 

IC 

OT 

SI 

KG 

bu 

OK 

DU 


VH 


V, €e 

SN 


6850 H(PS-HIP+LJ ;Y <PJ- V EP*L3 :7 IPS = Z fP + 
LJ 

5-0-60 ME HI P:HFKT O 
60 ZO RC1 URN 

10600 RF H GFT FILE HANES 

100.10 PRINT “ENTER IT IL E NAME ! *j:TMPIJT F 
NL3 

10020 r HZ9 —FHI i :FN3S-FNiS:I=LEN CFMiSl + 
1:FNS-FN1S 

10030 FHlS CIS = " r XYZ" if H2t (13 . FAC": FH 

3SfIl= ld .CTl“ 

10640 RFH OREM OUTPUT FILES 
10050 OPEN 111 r fl J 13, FN I ^ : QP EM H2. 6 >r 0 H F N2 
$ 

iOObO □ PEN HJ r 6 d B h FNS ! CLOSE (43 I RETURN 
10100 REM CLOSE OUTPUT FILES,WRITE .Cl 

L 

lie CLOSE ni:CLOSE HZ 
1612:0 OPFN tH,0,O,FM3S 
1013 0 PRINT HI j HOF i « p 11 ; NOV 
10140 CLOSE 141 
IB130 RETURN 

1II 06B REM INITIALISE 

HOlD Hl=l: HZ = 2 fM3=3 = H4 = 4 

11R50 PHI=0S PI-3.14Z;HOI -O:HDU-0 

11060 GDSUi 5050 

11990 GOTO 106 


El 

SH 

RN 

EO 

UF 

W.B 

JA 
EP 
k r 
JK 

JH 

QZ 

HA 

EE 

HD 


KH 

YZ 

€tZ 

B 1 
HQ 

HL. 

FH 

Ktt 

AV 

OH 

XK 

ns 


1 REM 


Z REM * the 3-fr ANIMATOR * 

3 REH h hy Philip Robinson * 

4 REM # ---- —- ■ 

& flth ■ LIST IMG- t * 

6 REM M ----- h 

7 HEH # PAGE b MAG A £ I NE - ENGLAND * 

0 REM WWW H M MMK¥M¥¥MNXWNXMBJ1 HH if H IHHW 
ID GOTO 0000 

20 OPEM Hl,9>0 J FH5;P=TV:Q=P+7Sb6:D-OIS 
P 

36 P=USR IfIHD d P r p-D) 


46 IF p -0 THEN 05 
50 S-P:R=P*255! IF «>0 THEN R = (l 
66 P = P*13 IF PEFKIP3 OPEEECP-Dl AND PfR 
THEN 60 

70 Vl-INT tC3-13ZZ56S ’PUT (41,5 -1 - Yl* Z 30 
- PUT HI, VI! PUT ttl, p-s iron 61=5 TO p-l S 


PUT 441 ^PEEK(Vl) IMEKT VI 
BO pat=DAT+P-S+1:gdto to 

53 OAT-DATFZ i PRINT “OPtA = "j DAT42 J i-1 & 
TSPLAYS = "iBD-l 

50 PUT HI i 0 : PUT ttl, 255: CLOSE Hl;K-LtSfi< 
HOVE,TU,ADR CSCR5Ij301 ;HETURM 

51 REH 

92 FOR 1=1 TO NOU 

93 Vl=fl ti , IJNHlli *R CJL> 23 WV ITS +ft (1, 31 «Z 

Q) +fl C4 j 41 

54 V2=R tz , 13 •HEI)+R|Z ,Z)*YtI)+nCZ J 3J *1 
(II +R12 , 42 


S3 U 3 “ R EJ . O MX CIS Z3 *•¥ CIJ *P (J, JJ 

Ell+fl LX, 41 

S 6 N ti) =V 1: Y (II = V2 : £ Cl I SMI 4 HE XT IlRETU 

RM 

LiO HEM 
110 Tl=Z 

1Z0 T=TllP=T:Tl=Tl«ZirF Ti<NVF THEN 1Z 


HI 4T0 Q=T:R=0;D=P 

UF 146 G-HVF^D-1 ! S = P + H HF P = A INCH SsP 
Pft 150 1I=S*Z 

KY 1 GB FUR K=R TO G STEF ri:ll = K46-l ;IF 
II THEN H=G 

RU 170 FOR I=t ¥0 K- J = IU 

5S IflO IF SAZC Jt&l ISAZCJS THEN T2=SAZIJ1. 
SAZCJS^SA7 (J + Dl :SA2 Lj*&1=:T2eT 2=STGCJI : 
STGCJI =STCCJtDT :STG CJ*P3 =T2 
FZ 190 NEXT I:Next k 


OV 200 It- HOP 1RFN D - O-P ; a=0/2 : R=P 1 GOT O 
140 

Q& 210 P-IN1EP/ZI!IF P<>0 THEN 13U 
ZC Z7B RETURN 
ItO J DO RFH 

GG 3|0 NMF-0;rOR 1-1 TO HO F 

Jf 320 Vi-FACET (1,11 : V2 = FACEHZ. II !UT-FAC 
ET(3,IJ 


VK ISO BHJ-HCV2J -XtViJ ! DY1-YCU2) -YCU1J 
AP 340 &K2=KCV43 ■ MEM7J :DV2-YIV3S -Y(VZJ 
FH IF 0Hi*DT2 !}K 2 »IDV |<6 THEM 3S0 

AR 3b6 NMr=NVF * 13 STG (NVF) =1 : SAZ CNUD - 0 
NO 37A FOP J=± 1 o rACCTCfl,rJ:SAZfNVfJ=SAZ 

(NVif 1 *Z EFOiCET | J, II J ; NEKl J 
KB 3 60 S A Z CM VF S =5AZENUF1ZFACET(O f IJ 
MB Xsu NEKT T : RFTIJRN 
OR 500 REM 
OS 510 REH 

DY 020 IF PEEK (764* =255 THEN 570 
OH 530 REM 

VG 540 KY = PEEK (764) 1 POKE 764,255 
AO 550 REH I 

SB 360 IF KY=13 THEN 1 DOBO 


BK 570 REH k 

■5.H 560 IF K¥=4D THEN 11000 
DM S90 RFH 3 

□V bll& IF 4CV=02 THEN 12000 
DR 610 RFM T 

HH 526 IT KV-4H THEM 130OH 
ER 650 REM y 

HI BGO IF KY=16 THEM 15000 
YP 670 REM & 

AH 6 00 lr KY = 56 THFM 160DO 
YN 710 HEM E 

RM 7Z0 IF KY=i2 THEN OPEN Hi.9 r 0 r EH$:PUT 
Hi, 255: PUT ttl „ 203 J CL OSF 141 ; RUM ‘“DlHLMU 


. I&" 


N5 790 GOTO 506 
□T BOO REM 

S& OlU FOR 1 = 1 TO MWF: f = ST5CTl I S=FACET LO, 
TS 

0Q 05(1 V141: V? = I ;GOSUB ZD6B 

CM 070 VL= 7 : W2= 2 1 GOSUD Z0O6 

JC 6 BO vi=.3 ; V2 = 3 : GDSU5 7 000 : GO SUB 220B 

D¥ OSD IF 5<4 THEM 9X0 

HV S0O U1“3;V2=I: G OSUD ZDOB 

CS 910 V1E4IWZ-2:GOSUQ 2000 

IB S 2 6 (11 = 1; V2= 3 r G OSU 6 ZDOB 3 CD SUFI 2200 

flL 930 VI = 1 ; U2= 1. i G0SU5 Z000 

61 S46 V1=Z:V? = 2;GOSUB 200q:gU3UB ZLOO 

BM 950 VL , = 2 i Wf-11 GO SUB 2000 

HF 950 VI = 3 IUZ=Z1GD5UB 7BO6:G0SUB 2lDu 

TV 970 VLSTE 3V 1=1 S GO SUB 2HDOHF 5<* THEM 1 

me 

hr ?60 Vi-*:V2=2 :ggjUO zq0O:GOSUB 21bu 

CM S-g-0 Vl=4 : VZ = I : GPSUB 2O0fl 

JO 1060 U1-1 : V2=2 : GG3IID 7 0(10 L GOSU0 21B0 

ES 1010 lie K T I 

AT 1020 RETURN 

HX 20 00 RC M 

ST 2010 P = FaCEt cut r TS;TF IMTLXCPJ * AURX*>2 
55 Then 2010 

UP 2020 POKE PKC l , V23 tlj. fliPGKE PK€l,y2i p I 
NT EX CPI # A0RX1 r 501 ti 704 0 
OH 2030 POKE PKCl,VIS +1,1;POKE PK(1,VZ3^I 
NT fH IPI-25G1 AOHK3 

Nr Z 0-4 O POKE PK 12 , VZ3 J I NT e V CP) + AOKYl 
AP 2050 RETURN 
HZ 2100 REH 

(HI 2110 K= U SR f L I HF 1) ; RETURN 
IB 7200 REH 

HV 2.Z10 K-IISR (FCT1 ! RE T URN 
TA 5000 REM 
IP 3010 RFH 

JP 3020 GRAPHICS 40:&USUD 5070;? ;? ;? Z J 

3 RFT4JRH 
IJ bDJV REH 

y& 5 04 0 graphics 55:G0SUH SO/B:n F T11R h 
CS 5050 REM CLEAR SCREEN 
SN 5060 GRAPHICS 24IG0SUB 5H70 sRETUHN 
MM 5070 REM SET COLOUR REGS. 
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Sl> ANIMATOR... 3-D ANIMATOR... 3D ANIMATOR... 3-D ANIMATOR... 3-DANIMATOI 


vy iu&u 1CTCAt tilt 3,0,0:51 fCOLOR l d 0 P 15:CA 
LOR I 

DL 3070 RFTUHH 
It SlUU HtN 

MF Slid PRlHI GSj : INPUT A$ 

ZC bliO II 1 flS-<>"V" AND ftiO'M" THEN GOSUB 
51G0:COTP 5I1U 
ftU 3130 RETURN 
It 5140 REM- 

IV 5150 'jDUHD Jl r ID . xn , ft ; FOR 1=1 ¥0 96:HEX 
T is com 5180 
TM 5164 REM 

klU 5170 SOliHO 1, 5tf F bj a : r Dit i±i to isb inth 

t I 

YR 5154 SOUND i r O ( Q j D: RETURN 
TE BOOB HFM INITIALISE 

If 3010 G01UD lBOOB;ADRX;18Q:acipy = 56iDAT = 
0 

on 90 2 O HAM- 74-70 

OV HDJB UAI or-HAM* 1 ? 1 POKE VALUER 
WM 0040 HT0RRH=RAM+I4:POKE hlDHRH,1 
VU O010 PKE1,1?-H0H+17 

M5 0660 PK(2,i)=n*H*18 

1A Ofl70 P*£ (i ,21 -pAM+20 
TTf 0000 PK ( 2 , 2 ) -RAM *21 
IIM 04 40 PKCi,m =RAM+23 
VS 8100 FK 

TA SI 10 F0CF'5rRQM-t-43 : POltE tCbt^ r O 
Z0 DUO HD DL - RAH-*- 4 B : P □ K F MODE . 1 
LIE 0130 H0SHb=RAM*48:FQKE NQ SHD , JL 
tJ 8140 LINC1-PDM+Hfir 
KA 6150 Ftl=HflK+I07? 

CO Olt0 MOUF-HAM+1345 
DJ 0170 FIMP-RAHt 13TO 
RC 8 ZDO REG ;COSUB S300:G&SUEJ 5650 
PM 6218 TM-PEEK(Htt)+FCCK IB83 *256 3 DISP=TV- 
AD R 15 CR $T 

2D 8220 PONE TVI7fiBfl,0: POKE ADR (5CR$1 + 76fl 
e ,255 

&R 023O K-USP CHOUF , TV , £,[>R C5CRSJ , j-U) iGOTD 

140 00 

IP B6®0 HFM 

CM 8610 I-AMIS-1NT CAMri^IJWTFl 
NQ- 9626 J=I-INTCI/3J*3+1 
&fl 8630 L'J-CDI [THE TAP 3 S T=5IH (ThtETAI 
LF 8640 A (A«IS> &KI3J =1 ci CAHI5, D :ft : A (A«IS 
! Jl “0 

LT 8650 A CIj AHI61 =*i A €£., D SCTlfl Cl, Jl= -5T 
S¥ SEC A A ( J , A H151 —0 - A C J .. I1-3T:A€J, Jl =C T 
AN 00 70 A ( I j 41 “0 : A fj , 4) = 0 ■ A C3 , 41 -0 
BO ftftBA RETURN 
14 0900 REM 

KE 8810 A(i d 1J=y±:flti,23=Bi aci_- 0 ; ft(i,4 

I —0 

DD 0520 All J 11=0: AI?,2)=Vf :AC2,X3>=0: 0(2,4 
J =0 

I-H 0330 ACIj lJ Q ACI ,71-02 A(3, 3I-V3 SACJ a 4 
I -0 

BH 9840 RETURN 

IE 8606 REN 

IQ 801O Atl.ll =li A[l,2l^0E Atl<3)=0E A(i,4> 

-Vi 

NZ 8026 A 12 , 1) =0 : A £2 , Z> =1 ; A EZ H 3) =0 e At? r 43 
=V2 

TI 9636 G (-J , ii =0 : d 1S , 2 )-O rflI3 r 3) = l c fi (Z r 43 
=41 

AT 5 04 B RETURN 
TG 8160 REM 

XG 5110 FDR I-I TO X 
YK 8120 FOR Jt=l TO 4 

110 8130 B Cl, Jl =A II, li*R El, J) *A IE* 23 KH (2, J 
1 *A(I.3)«RCX, Jl 
FN 8140 NEXT J 

1U 8119 Q f 1,4.} ~R €T , 41 +ft (I r 43 
FR 8160 NEHT I 
NV *170 FOR 1=1 TO 3 
ZC 8160 FOR J=1 TO 4 
R¥ 8196 RCI, J)=D (I, J) 

FH 82SU HEH¥ J 
FE 8210 NEKT 1 
AR 8220 RETURN 


IK 830(1 RFH 

CO 8310 R £1 ,1 ) =1 ! R (.1 h 21 =8 : R C I , I) ~A : ft E 1 r 4) 

= 0 

FK 8320 RC2,1>=8tft(2,23:1iHC2,IJ-0:PCI,41 

-fl 

JR 9X36 H Llpll - O ; H C.3 j2 1 - D : R £ 3 . Xi - % l R £ 3 r J } 
-B 

flZ 9X46 RETURN 

B€ 10606 fttH 

JG, IDUIO LVpLIB 5140 

KB l&OZEf L U VU □ ID lO: PRINT "SETTINGS INIT1 
flL ISE0 4i 

UY 10030 FOR T-l TO 80 - MEH ( i:GU1UB 8 3OB 
EC 16 640 GQ SUB 5030:EDTD IBB 
BE IIBQD RFH 
Jl 11010 GOSUB 5140 

85 11Q20 COStJB S01O ; PRINT kl RdTATlDH" 

BK 11630 PRINT "ENTER K,V P Z"-;INPUT Ul^VZ 
^3 

Hr 11040 flMI5=l:THETA=Ul:G0SUH 0500IE10SUB 

8100 

Eft 11050 ftMJ5-2 c TIIETA-U2 ■ GOSUB 8660±&0SUO 
8100 

to 11060 AXX5 = 3 C THETA-LI3 : GOSUB Bb00 r GO'iLJH 

7100 

EU 11070 G0SIIB S03O-G6TO 506 
OG 12060 HEM 

JK 12 DIB GU1UQ 5146 

HU 12020 bOauo 3616;PRINT "SCALE" 

DM 120 3 0 PRINT "ENTER K r V H I"J ! INPUT VI,VZ 

r ux 

AK 12040 G01UD 0800:COSUB 8100 
EO 12056 G09UO 3030:GOTO 5HA 
BT 13000 REM 
JM 13010 COSUB 5140 

NL 1X020 G05LIO 361B ; PH IN T "TRAN 5 FORM 11 
HD 13030 PRTNT “ENTER K,V F Z";iINPUT V1,V2 
pus 

NO 1X040 G05UB 8O0O:GD1UQ 31B6 
CD 12HS0 GDI LIB 5B3B:GQT0 500 
BE 14000 F+LM 

MX 14010 GO5 LIB BllB lCDSUH 50 I 0 ! PRINT "ENT 
ER FILENAME";I INPUT FN19 
DC 14070 FM3£=FN1$;FN3$=f»1$:I=LEH(FH151+ 
1 

RE 14030 FH$=FN16 

ZH 14B4B FPH$f I>=» , HYZ":FN2$ CIl=" a Fftd"LfN 
35 Cl) =''*. tTL M 

07 14054 PRINT "REARING IHfibt FILE" 

VT 14066 DPtft 111 P 4 X fl., FN Jl 

EN 14070 INPUT HI, VI r V2 : N0F = V1: N0V=V2 

RF 14086 CL61E Hi 

UP 14080 OPEN Ol j 4,O,FN1S 

HD 1410B FDR 1=1 TO NOU 

QN 14110 INPUT U1 T Vl>V2>V3TftTil=V1s V II)=V 
2SZII)=VX 

RD 14120 NEHT I 2 CLOSE SI 
UP 14139 OPEN ni J 4,OpCHZ9 
NJ 14140 FOR 1=1 TO NOF 
Of 1415B INPUT Ul r VL:F ACET £ 0 , ri-UE 
SU 14100 FOR J=1 TD VI 
EX 14120 INPUT Nl r V?=FACETCJ.I)=U2 
TH 14160 WENT J:NEHT 11 CLOSE Hi 
DL 14180 PRINT "THAGE I OftDED" !CDSUB 5140 
PK 14206 FOP 1=1 ID OB^NtHf IlGGlUB 50301 
GOTO 50O 
BM 15086 HEH 
JU 15010 GO TLIU 5146 

£M 15026 G05110 5910: PRINT "VICHINt SPECIF 
ICATTONS" 

ftr 1103D PRINT "SHADE (B-04I"|TliPUT 01 
LL 15646 IF VI <0 OP Vi}64 THEN G05UB 01GB 
:CD I 0 15026 

IN ±5050 FUKL VALUt>Vl 

UL 150b6 0i="HALF-TDNE tY/M) " : GO r aUB 5 I AO 
JH 15070 POKE HTORRN,1SIF ft5="H" THEN POK 
t HIOPftNj a 

HU 1 5 A Q A D5= (I UHITE EDGES C V/H) " : COSUB 516 

0 

IJ 15616 POKE KDDC, B:IF A9- ,L N" THFH POKE 
HQ &F, 1 


IU 111 66 GA5DO *j W J 0 ! L05UE1 D U D : L D 5 U O 1140: 

GOTO 506 

DD 1G0DG RFH 
J 5 16616 GDSUD 7146 

HV 16076 GASUH 5914 ' PRINT "NUHBER OF DISR 
LAYS"; :INPUT HD 

HR 1EQ3B A£ = "FTLTHG tV^Hl 11 ! GOSUB 5109 ;G05 

UD 101 B 

HB 1504B POKE 558,0:GOSUB 5056 
S0 10010 LUSUEI 91:GASU0 1140 
01 15066 GOSUB 360!GOSUB 5140 
MC 15070 GOSUB 100:COSUB 5140iPOKE 559,34 
fb LbOBU GD1UD □ 00 : LDILI□ 5 140 
HH Ift B80 IF a$="Y" THEN GOSUB 5010:PRINT 
"FILING - PLEASE MAIT" ;COSUB 20:GOSUB 
5U30;bUSUD 1140 

HI 16 10 0 ND“HD-1 1 IF NO Oft THEN 16040 
SP I6I1A GOTO 5B0 

BE 20006 RIM StftSC26U1),rACCTf4,80) d ftC3,4 
1,0(3.41 r R(3 r 41 

SV 20010 RIM X1861 j YC9B) j £(80) > STGI8B1 j 5fl 
Z(*0?■PK C2,3) 

OC 20020 DIN EH15LZUJ J r HZS CZ0) J.FN3S CZD1 , T 

H$ (20) 

OT 20030 DIM QS(3D),AS(13 

RO 20440 RETURN 


El 1 REH H M.JC N MX M Kw H l l. T l ■ TH H WH H HH N M NN X Np m bh 
SN 2 HEH m the 3-& ANIHftTOft ¥■ 

RN 3 ftEK * bn Philip Robinson m 

ED 4 REH H ---- W 

ME 5 REH -H LISTING 7 H 

ED 6 REM H-—--—- N 


JA ? ftEH * PAGE G HftSAZIHE - ENGLAND * 
ER S REH **** * * ■ M"H N HH H HI M Hit N M HH H MM H HH P R4i 
HU 10 GOTO 1000 

BM 20 PONE 7&4j 0 ! X = USR iOBIlj fl&li (P9) ) 

KT 30 A0Dft=RttH (2043 #PEXK C? 05 ) H£SS 
ZH 40 POKE 7&4, HHlK=ilSR(*HSl, APBHI 
ZB 50 IF Pfcfcfc C7549 OSS THEN POKE 764,255: 
ftUN "D:HFH U,3 D" 

OR 60 POKE 2 64 j 211: GQSLIB 5ii0:SO5UB 5010; 
PRINT "ENTER FRAME D-tLfiY Cl 25E-] !I 3 lTMP|,J 
T F b 

DB 70 IF fKl Oft rt»ZG6 THEN GDSUB 5lfiA:L> 
DTD 66 

IV B0 IF Fb=2BG THEN FP-0 

CJ 80 PUKE 0Bfl2 r Fb; GOSUB 5650:Gd lD 20 

IX 1660 REH INITIALISE 

VU 1010 bIM I&S (220003 , FN5I201 

VA 1020 CDSUH 5450;GOSUB 5O10;G0SUB 9148 

HL 10X0 PRINT "ENttH FlLEHAHC" 1 lINPUT FH$ 

Jl 104B PRINT "READING bATA" 

HV 1050 OPEN B1 j -4 , O ji F N0 
VP 1660 K = USR(68b8j RD-HCDS)) 

PC 1070 CLOSE HI:GOSUB 5636:R0KE 0682,0 
Ufl 1BO0 GOTO 29 
EP 5060 HEH GRAPHIC SETTINGS 
GE 5610 REH SETUP TEST HINRDh 
JP 5026 GRAPHlGi 4B:GDSUB 5070;? :? ;? ;? 

I RETURN 

BK 503 6 REH RE. HOVE TtMI biTHDDH 

VG 56 4 0 GRAPHICS 56 : GOSUB b A , r U ; RETURN 

CS 5056 REH CLEAR SCREEN 

SN S0SO GRAPHICS 24: GOSUB SO70:RETURN 

NN 5D7B REH SET COLOUR MEGS. 

YV 1000 SET C DL DR 7,O F 0;5ETCOLDR l r 6 r lS:C6 

LOR 1 

0E 1080 RETURN 
UA 5146 REH utt'H UK 

TV 5150 SOUND I,X0,10,8tFDR 1=1 Tfl SB:HEX 
T i:hOTD E10B 
r-A 5150 OEM BEER ERROR 

UU 9170 ID LIND jl, SA r 5,0: FOR 1 = 1 id 150 : HEH 

T I 

VQ blOU SOUND 1 , 0 , B . A : RETURN 
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2 BIT SYSTEMS 


MASTERS OF SOUND 


CHRISTMAS SPECIAL 
OFFERS 



REPLAY 


SOUND SAMPLING SYSTEM 
TAPE/DISK WAS C39.»5 NOW £35.00 


MIDI MASTER 


MIDI INTERFACE A SOFTWARE 

TAPE/DISK WAS £29.95 NOW £25.00 


I J =f ^ nni ii MACHINE 

HARDWARE A SOFTWARE 

DISK ONLY WAS £29.95 NOW £25.00 


MICRO VOICE 


LOW COST SAMPLING PACKAGE 

DISK ONLY WAS £19.95 NOW £16.00 


I»K^I»]:IUi T j||| SOFTWARE DRUM MACHINE 

TAPE/DISK WAS £6.95 NOW £5.00 

ALL PROGRAMS RUN ON ANY 48K ATARI 
PRICES INCLUDE VAT & P&P 

SEND YOUR CHEQUE/PO WITH YOUR ORDER 
ORAN 18p STAMP FOR 
OUR FREE CATALOGUE TO 

2 BIT SYSTEMS LTD, 

365 HITCHEN ROAD, LUTON, BEDS 


: Attention Atari 
Adventurers! 




v 
& 




■aA' 




^c> v 

^ 0 


War games Adventure 
Simulation Specialists! 


^ * 

Run by Enthusiasts 
for Enthusiasts! 
















& 














S& 




We stock: (Disc) 
Atari ST — Apple II 
Commodore Amiga 
IBM Amstrad PC 






o> 


Mail Order Anywhere or Visit Our Retail Store 
Send £1 for Catalog (Refunded with 1st Order) 




Call in for a Coffee & a Chat! 


COMPUTER ADVENTURE WORLD 

1A Charing Cross, BIRKENHEAD L41 6EJ, England 
Telephone 0S1 666 1132 (Mon Sat. I Oam-Spin) 


STORT SOFT 

A TAR / MAIL ORDER SPECIALISTS 

INCREDIBLE LOW PRICES! 


JU L DISKS- ChHH- and aui m F REPUCtME H T GUAR ANTE F are CEfrTlf IED im F RflOft m E AMO 
COME WITH LABELS 5 [ ALSO HAVE SLEEVES AND WRITE PROTECTS. FLIP SIDED DfSCS HAVE TWO 
index hcm.es and two NOTCHES 


SPECIAL OFFER 


JS SS 4BTPI 5 2V MSOS A 1 BD CAP LOCKING DISC BDX 1 1 GOO 

SD SS tflTPI 5 25’ DISCS & 1DD CAP LOCKING DISC BDX fi* Go 

I DG SS 40TP! 5.25" DISCS A m CAP LOCKING DISC BDX £39 SS 

25 DS AflTPI &.2S DISCS A 9DO CAP LOCKING DlSC BOX £ 17 H 

&0 DS 4BTfl 5.25" DISCS A IDG CAP LOCKING DISC BOX *25-50 

100 DS 41TH S.25" DISCS A IDO GAP LOCKING DISC BOX f42,00 

SI" DISCS FROM AS LITTLE AS 33 PENCE 


BLANK 5 1/4 DISKS 


DISK NOTCHES FREE WITH EACH* 100 DISKS PURCHASED 
UNHANDED 

ss*a tpi 

D54J TPI 
O£&0 TPI 

DS06 TPI FLIP SIDED 
MIMIC FLIP SIDED TPI 
MIMIC H\m DENSITY 1 Grrwq 
COLOURED - fnu A natrti nr al 
5$40 Tpi 
D54fl TPI 
om TPI 


LOCKING DISK BOXES 


Si* HOLDS 5D f 7 95 

3j* HOLDS 4D £7 95 


COMPUTER STATIONERY 


51* HOLDS IUQ £9 95 

ed/» IHQLD5. «0 3" Of 90 3}") £9 95 


- Cnnl njDiis fan fnlri sprpftai j piJ 
___ MJ|W* 

cs.sT 

£10 95 
£16.50 


PRINTER - 

SHEETS ll T x 9 5" EOqur. 

SOD £4 

1DD0 £9.95 

2000 £13 35 

LABE1S - CanflifwouS fan fold, ^morfwl led 

7Qrtim m 3Gmm BOmm M 3Smffl 
>900 £4 15 £4.25 

2DGD £7.59 f ? » 

Pteiif sjweify number at labels acfos$ ^1, 2 w 3f 


BOOKS END OF SUMMER BARGAINS' 


11" X 9.5" 9Dgsm 
fO.QD 
£14 00 
£24 00 

102mm, k 04mm 

£4.5D 

£B.40 


TRIAL ID 

25 

59 

IDG 

10 in 4 

pl*nk 1* CtH 

£4 50 

£9 DD 

£1? 00 

£-33.00 

£5 5* 

£5 50 

£11 DD 

£19 00 

£35 QD 

£i 50 

C6 50 

£13 DO 

£2100 

£3 TDD 

£7.50 

C7 00 

£14 DO 

£22 00 

£33 DD 

£0.00 

£0 95 

£21100 

£30 00 

£70 D5 

£9.95 

£23 00 

£52.00 

£100 DD 

f ISO QD 

£24.06 

one colour 
£6 bO 

£12 0(1 

£22.00 

mm 

£7.50 

CLSO 

£14 DO 

£24 ao 

£44 oo 


CB.QD 

£16 00 

C2B.DD 

£5000 

£9-00 

'1 BQ.H DF 10 

OMV f 1D.95 



BLANK 3,5" DISKS 


i "i-blp unbranded 
SS/OO (MFIDfl;. 
DS/DD 1MF2DD) 


Alan Basic 

Alan Graphics A Sowrd 
Alan I 3uXE MHCh Lire. For Begirwers 
Aran 13QXE Gamas Book 
Advanced SpanCrum Mach L arm 
Mach Dade Acplicfifticrfis For 2l 5wt(rur 
Crearmg Aie*ifc Camps on your Win 
Advanced Mach. Code Prngraiiwnrvp fof CE 
3 ha Compile Cm-mnnim: ;4g& pages ■ 

Machine Code Master (ft Lira^i of M/C ft(w1irws| 
CamiryidDri: 04 Asswihly Lanpnftfle 
AdvafiHd Commodoii U Basic Rrreaied 
Miufl Wars On The CBM 64 

App caimrs Tar The DftM $4 


^rum 

r LBMG4 


10 25 50 IDO 

U.95 29 DD 5?.DD 113 00 

13 95 33 00 62.DD 110 DO 

2h SS/DD 135 TH(Mf1DOj A BD ar 60/9D Ictkmq due bar 

&D 55/00 135 TPUMH DDJ & BD er 60/90 lacking din: boi 

n 05/DD 135 Tf1(MFZDDI & BO w G0/&D kicking disc bn. 

jO 05/DO 135 TPIIMFZDDJ A W o# 60/30 \mckimg di K btw 


Pubkshe 

WSIeif 

WiIby 

Melbcfne 

Melbarne 

Melborna 

Eursn^e 

Interface 

Canada 

Granada 

-Sunshine 

Shiva 

Collins 

Cwitiiry 

Sinsftmp 


RRP 
C9.75 
£ 9 00 
£S 95 
£6.95 
£6 9R 
£G95 
£3 95 
£7* 
£9 96 
£0.96 
£7.95 
£9 95 
£5.95 
EE 9E 


M BQwun 

£9£ft 

fISW 

N/A 

i?mm x ABinm 

£5,75 
£1Q 541 


Du 1 puce 
£550 
£4.95 
£4 DO 
£400 
£6 53 
£450 
£2 75 
£6.96 
£E.95 
£5 25 
£5.75 
£9.95 
£3 50 
£4 50 


500 

? 

7 


ID in a cate 
12.95 
14 96 


£35.90 

£513-5 

£33.95 

£B5.M 


FUU FIANCE OF ATARI HARDWARE A SOFTWARE - BIST PRICES - RING FDR DETAILS' 

Just wme for more ir,Form»ticn Cheques eit payable to STOFtT SOFT llntemarional nrrlmi 
add 10% and cemilifi pounds Starling by bank draft or inti money orriar White for quote in any 

Otber Liiircr.ryl 

ACCESS/MASIERCARD/EURDCARD.'VISA accepted CREDIT CARD ORDER LINE - 0279 89509 
24 HOURS A DAY. T DAYS A WEEK - VAT S P P INC. NO RIDDEN EXTRAS - WHAT YOU SEE IS WHAT 

YOU PAY 

18 CROWN CLOSE, SHEEHING, BtSHOFS STOnTFORD, HERTS CM22 7NX 


ATARI HARDWARE - BARGAIN PRICES 


520 STFM £279 95 104flSTf £425.00 

ld4D5TF*SM126 mnre mamtor 
Mega GT 12 megabyte RAM A t mm drive/ 

Mfga 5T |2 megehfl# J^AM Si I meg drivef A SMI25 

Jfeqa ST |4 me^bvlt SAM & I mm drivel 

Mefti ST 14 megaiijie HAM ft. 1 meg drrvtl St SM1?5 

411 H*dwarp comas wrihfree dutl cnvsl' AISTs tom »*flh 5 public dbrnain inAidinoCPM emula- 
5dr and 1h^ arcade garht Meggiodt. 5 blank discs Co gel you ^OYipg. Basic language disk jtk! man.mk 


£570 DD 
£B4R DD 
£935 00 
£1DK DO 
£ I f *90 00 


COMPUTER ACCESSORIES 


L 

DISK I 


_Diaf NOTCH! R | Double *f&m (Ask caqacitv «i a Hnmjlr snled dn?wl 
(CLEANING KITS Liquid rton-ahrasw lype pr(n*d you va^ahle thwart 
Sj DCK F3.3E SpDCK 

9T/IBM/4MSTRA0 1 b 12 TD CENTRONICS PRINTER LEAD i2 mfftTisi 
ST ID RS23i! MODEM LEAD (? muEr«l 
©ATTERir PCWERED Ufl VAC - Fur te^ifc. printers elc 


£3 95 

£4 95 
£9 % 
£0 96 
C9.95 


e ^ - lasue 30 67 
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You play Fred, a Kansas wheat farmer who is paid for nor 
growing wheat. While not plowing the fields one afternoon, 
Fred and his dog, Tito, are consumed by a violent tornado. It 
brings them to a musical, colourful, land populated by magical 
elves who sing, dance and use TYPO 3. 

These elves are being annoyed by an evil band of witches 
who live in a desert on the other side of the planet. Most every 
day, the bad witches shortsheet the elves’ beds, hide their 
morning newspapers and fly around yelling ‘Hey shorty, your 
mother’s a fire hydrant!’ 

Your mission: You and Tito must fly the elves’ 
patent-ben ding, brass-plated, sodium-powered, warp-driven, 
salad-spinning, nuclear destructo-blaster space cruiser deep 
into enemy territory, and ... 

DESTROY ALL WITCHES! 

But first, type in the Listing, checking it with TYPO 3 as 
you go, then SAVE or CSAVE a copy before you RUN the 
program. 

Until you came along, the elves only used their 
destructo-blaster cruiser for shopping trips and pleasant 
Sunday afternoon picnics in the surrounding countryside. 
Hence, it has a rather small fuel tank. When you run out of 
fuel, you crash and explode. 

To compensate for this, the elves received a multi-trillion 
dollar government grant to develop the Sodium-Depleting 
Instrument (SDI). Upon contact with a witches spaceship, 

SDI removes all sodium from the witch fuel tank and transfers 
it to yours. Without fuel, the witches ship quickly loses power 
and blows up. What fun! 

Your ship’s radar (controlled by a type-in computer 
program from a popular Atari magazine) can detect a witch’s 
ship before you can see it on the horizon. Use the radar wisely. 

The SDI has a maximum range of 400 metres and a 
minimum range of 100 metres. Push the joystick forward to hit 
distant targets, pull back to hit the closer ones. Press the 
joystick button to hre the SDI. The indicator at the bottom of 
the screen tells you how far your SDI will travel before it hits 
the ground- Each witch’s ship carries 30 gallons of sodium. 

Witches attack in waves of three screens each. Destroying 
all the witches on three consecutive screens allows you to 
advance to the next wave. If you fail to destroy a fleet of 
witches, they’ll turn you into a toad and blow you up. 

Your score, remaining fuel, and wave number are 
indicated at the top of the screen. There’s no turning back. 
Strap Tito into the Navigator’s seat, fire your engines, and 
begin your witch hunt. 

Oh yes, and don’t forget your ruby slippers! 


Desert Chase first appeared in ANTIC magazine Volume 5 
No. 3 and is reprinted with ANTIC’S permission under an 
exchange agreement with PAGE 6. Program author Guy 
Aitchison lives it i Illinois and had been programming his Atari for 
two years at the time he wrote the game. The article is by 
ANTIC Program Editor Charles Jackson. 



a weird and challenging blast ’em 
game by Guy Aitchison 

El 1 REM 


HE 2 REM * DESERT CHASE * 
HJ 3 REM N by Guy Aitchison * 
AM 4 REM * CO ARTEC PUBLISHING * 

te 5 REM *----—- - - * 

UR 6 REM * Republished With pprwjssion « 
NH 7 REM * BY PAGE 6 - ENGLAND * 
£P S REM MMBMMWKXKXXMMMMXXHHM l OUt MM tf WIHHHf 


PE 9 5E = 35 : DIM A£ C21 « B£ C2T j C$ £21 j D"S CZJ I YE 

- 10 : sK-i>s sii-i 2 poke 106, peek c?4ai 

5ft 10 POKE 1D6.PEEKt106J-52GRAPHICS O:DL = 
(PEEK CIO61+11*2563POKE ?SG.DL/256+2:DM 
-PEEKC5601 + PEEK C5611NZ5&+6 
BB 1Z FOR I“0 TO 22:POKE DM+1,4 :NEKT I 5 FO 
R 1-120 TO 5003 POKE DL + I,PEEKC57344 + 13 

3 NEXT I 

HA 13 FOR 1=1 TO ZO 3 READ 0!P-CO *645 *0 3 FOR 
A = H T ft 72READ H:POKE A+P+DL ,N2 NEHT A: 
RENT I;GOSUB 900!UL=030H=2 
OK 41 POKE DM+5,Z3PD*f DM+2.5:P0KE DM+3,5 
EPOKE DM+6,ZSF=99930=2&;LOCATE fl,0,C£G 
OSUB 780 

CU 47 SOUND 0 * ?55 f 10,4 S SOUND 1,258,10,4:3 
OUND 2,34,0,4:7=0 

ZL 50 C = C+l;l:F 02 THEN C = 0 3 IF STICK CBS -1 

4 OR STICKC01=I3 THEN GOSUB 100 

ME 51 IF C—2 THEN POKE 70S,2+4:POKE 709,Z 
*6 3 POKE 711,E+S 

XK 52 IF C = 1 THEN POKE 70S P 2 + 42 POKE 711,Z 
■Mi. s POKE 700 , Z+ 6 

BP 53 IF C=0 THEN POKE 71X,Z+4:POKE 70S,Z 
+ 63 POKE 70S,2 + 0 

HY GO S = STICK C03 3 H = K-3*CS = 11 AND JO0O3+3* 
CS = 7 AND H -C16G3 3 POKE 5324 B H K : PUKE S324 
9,K +14 

JJ 70 IF J 5TRIGC03=0 AND FF = 8 THEN GOSUB B 
00 

Gft 71 IF FF-1 THEN GOSUB 010 

CP 00 C=C+1:IF G> SE THEN G = 8:GOSUB 600 

NY 96 F = F"13 POSITION 11,83? Fj.. F<1 

TfiFN 9999 
TS 99 GOTO 50 

CT 10O IF STICK i 0> =14 THEN 14=14+18B:JF «> 4 
88 THEN M—100 

CT 101 IF STICK*85=13 THEN H=H“100:IF H<1 
0O THEN H—400 

MS 102 POSITION 13,223? ,l p = M j W: RETURN 
GL 20» 3K=0;SR=4 jSE- 3E-0-53GG=GG+1;IF GG> 
2 THEN &G=flT«fi=Mft+l?Z=Z+i6:IF Z>240 TH 
EH Z = 0 

TS 202 K1=INTC14*RNPC01+I1NZ^KZ=XNTti4KRH 
D COS +3J#2 3 H3=IHT C14*RNPC0S+31NZ 3 K4=XHT 
C14KRND COS + 3J »2 

OH 203 H5 = INTCl4*RNDCOS+31*2 I IF HA<5 THEN 
MS-99 S SH=3 

ZM 204 IF HA<3 TftEN H4=993SN=2 
HA 205 IF WA<1 THEN KX-99 2 5N = 1 


Pagt 4 - Issue 30 



























EM Z»9 YE-X0 :POSITION 34,0s? Wfl + 1;RETURN 
O0 COLOR 97! PLOT 1,18 ; DRbtJ I U 39*10 

KH 501 SOUND O „ O, O, 0 : SOUND 1 * 0 * 0 B O ; SOUND 
£.100,4,14 

KR 502 RESTORE JU16;F0R T-li T£l 7 Cl ; READ C 
: COLOR C + 12fl;HftT n H I:DRAHlU ISjUHEKT 
I 

TE 503 FOR 1=1 TO 100!POKE 704,T:POKE 70S 
I;POKE 5124a H «;POKE 53249,* : pD 

Lor 4 

OH 504 PLOT 0,10;OROHTO 39,18:G0T0 9999 
FS 600 YE=YE+1;IF YE-11 THEM 

■■ l, ;c0 = "ai” 

IC 601 IF YE-1£ THEN = » i fi£ = ";Ej IE ; 

:d$=» ias-- 

FP 602 IF YE = 13 THEN |" ! C£ = lj 

XT b SD«="H" 

CB 60S IF YE = 14 THEN A*~ ii JS Bi ; #5=^0" lCS = M 

Vi ,, :DS = M I£l Kh 

EM 604 IF YE = 15 THEM A = : C$ = 11 

■i'^D^-rcr 

OV 605 IF ¥£ = !# THEN 500 

TC 606 IF Ml<99 THEN POSITION HI,YE!? AS; 
POSITION HI* YE tl:? 0S!POSITION HI,YE+Z 
;7 CJlIF YE>11 THEN 60SUB 624 
Jl> 607 IF M2 <99 THEN POSITION H2,¥E:7 fi$ ; 
POSITION HZiYE + 13 ? B$ 2 POSITION HZ,YE + 2 
=? CS:IF ¥E>11 THEN GOSUB 6Z0 
fj 600 IF H3<99 THEN POSITION MI r YE;? flS: 
POSITION H3,YE+1;? B$;POSITION M3,VE+Z 
!? C$3 IF ¥E>11 THEM GOSlifi 621 
OP 609 IF H4<99 THEN ROSZflOH K4 P YE!? A$; 
POSITION X4,YCUit PROPOSITION H4*YE+Z 
!? CR:IF YE>11 THEN GOSUB 622 
HT 610 IF MS <99 THEN POSITION H5,¥ES? A$; 
POSITION H5,VE+1!? B$:POSITION MS,YE+2 
!? e$I IF YE>11 THEN GOSUB 623 
AF 619 RETURN 

UC 620 POSITION «2 r VE-lsr D$;RETURN 
UU 621 FUSfTftlH H3*YE-1T? OR; RETURN 
UM 622 POSITION K4,YE-1:7 DR:RETURN 
WE 623 POSITION H5,Y£-ll? OR!RETURN 
TZ 624 POSITION H1 P YE-|;? PR;RETURN 
IC 700 POSE I ION 14*3:? " ■ ! M-1 ■■ " s P 

LD 701 SOUND 0,255,10,14 ; SOUND 1,254., 10*1 
4!SOUND 2 *■10 p 10 p 14;POKE 53766,14 
EK 702 C= C+l;tF C>2 THEN C = 6 
HK 703 IF C-2 THEN POKE 708,Z+4:POKE 709 f 
Z + 6:POKE 711,Z+8 

0D 7*4 IF C=1 THEN POKE 7B9,Z+4:P0K£ 711, 
Z+6:P0KE 70S,Z+8 

TM 7*5 IF C=0 THEN POKE 711*Z+4:POKE 7*0, 
2+6:POKF 709,Z + 0 
TY 706 Z=Z+16;IF Z>248 THEN Z=* 

IF 707 IF STRIG£0J=0 THEN SOUND B,*,0,0:5 
OUH* 1*O*0,O;SOUND Z,0,O,0:Z-0:GOTO 71 
0 

PT 709 G*TR 7*2 

LR 710 POSITION 14,31? **//////////////" : P 
OSITI0M 12,4:? V/////////////////"iPC 
P 1 GO TO 47 

OM SO0 FF—1:POKE 53750,H+i0:HK = H*18*RESTO 
RE £00B:Y=175 
EY OOZ IF W-400 THEN SP = B 
DU 003 IF W=3BD THEN SP=7 
OR 604 IF W-ZD0 THEM SP=6 
BP 605 IF U=1*0 THEN SP-5 
AF 809 RETURN 

EL 610 SP=5P^1:Y=Y-SP:REAR N;IF N=Z56 THE 
N POKE PM+512+Y+SP,0;FF-0:GOSUB ft?#;RE 
TURN 

HP 612 POKE PM+512 + Y,N;POKE PM* 512 + Y+SP,0 
£RETURN 

MF 620 IF M=400 AND YE = 12 DU H=IOfl AND YE 
=13 OR W=200 AND ¥t=I4 OR H=10O AND Y £ 
=15 THEN 822 
ZL S21 RETURN 

EG 02Z H=INTtCHH/4J1U;J^H~1:IF H-Hl PR 
J—Ml THEN HJ=1;GOTO 630 
UG 023 IP H = HZ OR J=MZ THEN H4=2;G0TO 830 

HA 024 IF H“K3 OR J-KJ THEN HJ=3!GOTO 830 

AA 025 IF H—H4 HR J=H4 THEN HJ=4:GOTO 03B 

CK 820 IF lfl=X5 Oft J-H5 THEN HJ-5;GOTO 63* 

AJ 029 RETURN 

HR 830 POKE 710,14!SOUND 3*20,0,14SIP HJ= 

1 THEN HC=H1:H1=99 
WN 831 IF HJ=Z THEN HC=HZ:HZ=99 


YN 032 IF HJ=3 THEN HC = H3sH3 = 99 
6F 633 IF HJ=4 THEN HC = H4;H4“99 
DO 034 IF HJ —5 T HFN HC = H5SH5-99 
AS S3S RESTORE 1010:FOR 1=11 TO 20:READ C 
: COLOR C + 12B:Pi_OT HC, I iPLOT MC + 1*I;HEH 
T I;F=F+30:SOUND 3,0,0,0 
UD B36 SK = SKii:lF SK>SH IlitN SK = p ; GOSUB 2 
OO 

D» 637 POKE 710*100:SC-SC+ £YE^103 :POSITIO 
H 23,1);? SC: RETURN 

HL 900 POSITION 0,0:? M “;POKE 710,100 

s POKE 752,1 

MU 901 FOR 1=1 TO 5;COLOR 6:PLOT 0,1:DRAM 
TO 39,t;NEHT I:FOR 1=6 Tp 1P;PL0T 0,1; 
DHAI4TO 39, I! NEHT t 

KG 902 P0SIT1PN 0,10:? M \i B V//i iViiV/// 
A m\S/\A J *\///\\SS^ I/////// ' 

CS 903 FOR I-ll TO 23:READ C:DOLOR G+120: 

PLO T 0,1;DRAMTO 39 * X;NEHT I 
CH 910 POKE 559*62;POKE 53277,3:PM=INTCPE 
EK 1742374-23*1024:POKE 623*1;POKE 5427 
9,1PM7Z563-4 

NO 911 RESTORE 1020;FOR 1=177 TO 2Z0 STEP 
Z!READ H;POKE I+PM,H:PPKE I+PM+1,K:HE 
HT I 

UB 912 FDR 1=177 TP 220 STEP 2 i READ H i PON 
E I + PM+Z56 p ll:ft0KE I + PM+2S 7 , M ; NEHT I 
GU 913 POKE 53240,114:POKE 53249,130:H=i1 
4!POKE 53250,1;POKE 53257*1 
JE 900 M=10fl : POSITION 18,22;? ,, D = ' , jH 
LM 989 POSITION 0*6 
WF 990 7 « ^ 

■ i 

UH 99X ? k fc. V “ k. " 

k V ■ M 

PH Kl=ie!X2-24;X3=?9:K4-94;X5=99 

ftE 3^7 POSIIID, 5,»:? **FUC|,“ 5CORE = 

O MftVE- 1 --?POKE 7S6, ZS : 5P-5 ! RETURN 
OJ 1900 DATA O,0,6,A,t.t > B,6 > 0,|. l t 1 g > g I 17 
9.ftS t Z55 r 170,170,2,85,85,255,255,170,1 
70,170,170,3,85,85,85,85 
0M 1091 DATA 255,255,255,255,4,170,170,17 
0,170,170,170,170,178,5,85,85,85,85,85 
,85,85,85,8,255,255,255,255 
KH 1BD2 DATA 255,255,255.255,7,Z55,255,2S 
5,243,243,172,192,0,6,252,252,252,248, 

172,102,0,0,7,Z5S,62,15,7,3,0,8,B 
HP 1803 DATA 10.1,27,53,53,127,255,62,0,1 
1,128,172,173,227,247,2S5,12,0,12,0,0, 
128,128,204,255,224,0 
ZH 1004 DATA 13,0,15.0.170,57,255,178,170 
*14,85,85,175.175,170,170,130,170,15,8 
5,90,64,04,255,255,192,255 
HT 1005 DATA 16,85,85,21,21,255,255,53,25 
5,17,168,160,160,162,128,170,170,160,1 
8,42,10,19,138,2,170,170,10 
UK 1006 DATA 17,64,84,85,85*85,85,85,85,2 
0,1*5,85,85,85,85,85,85 
PC 1007 DATA 21,85,85,85,85,8$,84,80,84,2 
2,65,85,85* 85,85,21,5,1,23,17Z,172,175 
,207,8,240,255,2SS 

OU 1008 DATA 24,3,3.±75.243,0,15,255.25$, 
25,255,255,172,0.172,255,255*255,26,25 
5,255.3.0.3*255,255,255 
AH 1007 DATA 33,170,74,8,162,8,74,170,171 
MV 1010 DATA 1,2,3,4,5,6,6,4,4,4,5,5,5,5, 

5 

FK 1020 DATA 1,1,27,50,117,157,235,ISO,24 
6,103* 3,0.S,41, 0,0,0,1,17,117,255,247 
KN 1021 DATA 128,128,216,76,174,185,215*1 

05*111,230,172*0.0.0.0,0,0*128,200,238 

,255,237,237 

XU 2000 DATA 255,255*255,126,126,60,60,24 
,24,0,0,256 

PU 7777 SOUND O, O, O, O : SOUHO JL, O, O, D [ SOUND 
2,0,0,0:SOUND 3,0,0,O;POSITION l,6i? 

" 6AMt ODER 

RC 100DB POKE 707,2*05FOR 1=512 TO 512+25 
e;POKE PM+I,0 LHEKT I:POKE 704,0;POKE 7 
05,0;5C=0;F=777 

DC 1O0O1 Se=35lSK=OsSN=l:WA=0!VE=lO-r=0;P 
0S1TT0N 34*0:? "l' ":FF=e 

OH 10002 POSITION 0,6:? 11 k a 

lk“ k* " : Kl=15 : K2=2S : KI-77 ! H4= 

7?:H5-77 

VJ 10003 K=ll4iP0KE 53246,114!POKE 53247, 
130:POSITION 23,01? "0 POSITION 1 

1,0:? "777 ":GOTO 700 i 
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This is the 21st Century where the right of way goes to the 
biggest guns. The roads arc. controlled by warring gangs. No 
travel is safe. To survive a journey between towns you need a 
heavily armoured car bristling with weapons , Your country is 
depending on you. You will need to learn how to survive in this 
harsh new world* indeed not only survive* but amass enough 
worldly goods to ensure you can create a powerful enough force to 
fulfill your many missions. You wilt need to learn about the rowns 
and cities of this future time* bow to gel whai you need without 
making too many enemies, how to follow the clues which will take 
you to your final mission; how to handle the detailed road fights 
when you are attacked by a gang of enemy vehicles,probably 
outnumbered and outgunned. If you have learnt your skills well 
you can still triumph. 

So* which game am / talking about? Roadwar 2000 or 
Autoduel? Well? both* actually. This is a prime example of how 
mo different groups of people can take the same theme and create 
two entirely different games. Both are excellent games and will 
appeal to a very wide audience. Both are sophisticated war games 
with a basic requirement of learning how to survive and grow, 
while searching the cities for dues so that you can complete your 
final quest. Alt the details and game play are* however, very 
different in the two games and one over-riding difference is in how 
detailed combat takes place. In Autoduel fighting is done either 
voluntarily in the city arenas or forcibly while travelling between 
cities. You have a single car which you control with a joystick* 
shooting with the fire button and switching weapons with the space 
bar. 

The fights are* basically, sophisticated arcade games. 
Roadwar 2000 does not use a joystick at all. The most detailed 
fights* which can take place in a variety of terrains, involve 
numerous cars on each side and are controlled by single key 
commands to accelerate * brake* turn and move each car during the 
movement phase and single key commands to choose a target and 
fire in the firing phase. 

If you are hopeless with a joystick and can never successfully 
develop the motor (no pun intended!) skills necessary to win 
arcade games you should avoid AutodueL If you don't have the 
patience to read and understand some fairly sophisticated 
movement* firing and boarding rules and comprehensive (21 per 
vehicle!) vehicle statistics, or the patience to spend well over five 
minutes (and quite possibly half an hour!) on a single fight, then 
you should avoid Roadwar 2000. Otherwise*you may well enjoy 
both - read on and try to decide which one to buy first! 

Where did it all start? Which came first - Mad Max or 
Judge Dredd? Whichever it was, the idea of a future controlled by 
warring road gangs seems to have gained significant popularity in 
gaming circles. Apart from the computer variations you can also 
buy board games such as Thunderroads (MB Games) * Battlecars 
(Games Workshop J and Car Wars ( Steve Jackson Games). 
Autoduel is actually based directly on Car Wars* so teds look at 
that first. 



John Sweeney takes a look at a new 
genre of computer software — the 
futuristic wargame. Autoduel and 
Roadwar 2000 are leading 
examples of the genre and John 
has delved deep into both 



AUTODUEL 

“Drive offensively - The life you save may be your own". 

You starr by creating a new character and allocating 50 
points between Driving? Marksmanship and Mechanical skills. 
Shortly thereafter you will be presented with a bird’s eye view 
of your character walking round New York. Ctrl-D will show 
you you! current statistics: 52000, low skills, no armour, and 
no clone to take over if you get killed. In order to win you will 
have to improve all of these areas. You should ignore the 
rather complex section in the middle of the excellent 
instruction manual for the moment, This covers all the details 
of how to design your own car, how to arm it, and how r to use 
the varied weaponry but you can’t afford it yet! If you are the 
gambling type you could hop on a bus to Atlantic City and try 
your hand at Black Jack or Poker, otherwise you should head 
for the Arena, pausing only long enough to buy some body 
armour at the Truck Stop, Provided you haven’t wasted too 
much time you should find that it is Amateur Night - the only 
night you can get in without your own car. They will lend you 
a Killer Kart - a fairly tow grade machine with little armour 
and only one weapon, a front-mounted machine gun. 
Fortunately your opponents only get Killer Karts too! 

So far, apart from using the joystick to move around the 
streets of New York (which seems to have shrunk a. bit by the 
year 2030 - it only takes up one screen!) you will have been 
using the keyboard to select items from numbered lists in the 
establishments you have visited. Now r the fun starts - you are 
into an arcade game driving your Killer Kart around a vast 
scrolling arena searching and destroying the other amateurs. 
The borders of the screen are a mass of control panels 
indicating your weapons, your battery- charge, your speed and 
the remaining bit points on the front, back? left? right, and 
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underside armour of the car, each wheel, your power plant and 
YOU! You also have a small radar screen to help you find the 
enemy. As you drive around the arena, avoiding the fences and 
obstacles yon will eventually come face to face with the enemy 
- blast and dodge and may the better man winJ Unfortunately 
there are five of them and only one of you - not very fair really. 
You have limited ammo, the status of which you can check 
with a Ctrl-C [which will tell you all about the car design as 
well, but don’t worry about that yet - survival is all you should 
care about at this stage!). 

FIRST GET SOME MONEY 

Gening started at Autoduel is not easy — you are unlikely 
to emerge as an Amateur Night Champion on the first few 
tries, but once you get the hang of it you will earn yourself 
S150G and some prestige. PresLige and your various skills will 
normally increase whenever you succeed at anything. This is 
important as you need prestige to get some of the important 
jobs, driving skills to get better control of your car, mechanical 
skills to enable better salvaging of wrecks (both for spare 
ammo and to make money), and marksmanship to improve 
your shooting - it is worth noting that the computer is 
obviously 'throwing lots of dice’ to decide whether or not you 
hit since sometimes a shot will miss on the screen but still have 
devastating effect, and vice versa - these ‘dice throws’ are 
heavily biased by your marksmanship. 

Amateur Nights come round fairly frequently so you 
should soon be able to amass enough money to go and build 
your own car, fortunately there is an Assembly Line in New 
York, so you don’t have far to go. (Your prestige will probably 
have reached six by now, so you can forget about Amateur 
Nights unless you run low on cash.) Now you need to read 
about car design. You have to choose from seven body types, 


then decide on the quality of the chassis, the suspension, the 
power plant, the tyres, the weaponry and the armour! 
Fortunately the foreman understands the principles of car 
design even if you don’t and will keep constant track of the 
space, weight and cost of your new car. 

You first need to decide what you want the car for - the 
game allows plenty of scope in what you do next. There are 
sixteen cities scattered across the Northeast of the USA which 
you can visit. Nine of them have arenas for you to fight in, 
eight have branches of the A AD A (the American Autoduel 
Association) which will offer you courier jobs which can be 
extremely lucrative (up to S15000!) if you get the goods to the 
right destination in one piece and on time, and there are also 
the roads between the cities, which need clearing of outlaws. 
On the fold-out map you get with the game the roads are 
shown as nice straight white lines - don’t be fooled by these. 
All ‘roads’ are arcade-time again and are actually tangled 
mazes of mads, some dead ends, some overgrown with forests 
or littered with boulders - taking a wrong turning can add 400 
miles to your journey and if your power supply wasn’t fully 
charged that probably means you won’t make it, These roads 
are NOT safe for pedestrians! (Actually, if you do run out of 
gas you can cheat a little - just Q(uit and save) and restart - 
you will find yourself back in the previous city!.) The roads are 
also the natural habitat of the deadly road gangs. These guys 
aren’t limited to Killer Karts wdth machine guns - here you 
w ill meet limousines armed with lasers, rocket launchers, 
minedmppers and anything eke that money can buy! 

WHAT ARE YOUR PLANS? 

The arenas likewise offer a lot more than just amateur 
nights, there are Divisions 5, 10, 15 and 20 for cars of total 
value up to S5,000, S 10,000, SI5,000 and *20,000 respectively, 
plus unlimited nights and, every three months, the City 
Championships. 

So, before you build your car you must decide - are your 
initial plans to be a vigilante, an arena champion, or a courier, 
and if you are a courier are you going to be a rabbit or a turtle? 
- do you want armour or weapons or speed? Even when you 
have a vast fortune you will find the game is designed cleverly 
enough to prevent you building the perfect car - either too 
much armour will reduce your acceleration, or you won’t have 
space for all the weapons you want. You always have to 
balance your desires against what is practical. And w hen you 
start out your main limitation will be your bank balance! Also, 
beware of building a car which is midway between two 
divisions. If you spend 56,000 on a car they won’t let you into 
Division 5 and you will find yourself outclassed in Division 10. 
The only change you can make to a car after it is built is to add 
weapons (money, space and weight permitting!). Once you are 
rich you can of course have lots of cars, the garages will look 
alter the spare ones for you (for a small fee) and you can keep 
different ones for different purposes or sell them for scrap. 

One of the best aspects of the game is the range of 
weaponry, both offensive and defensive: Machine Guns, 
Flamethrowers, Rocket Launchers, Rccoiless Rifles, 

Anti-Tank Guns, Lasers, Minedroppers, Spikedroppers, 
Smokescreen, Paint Sprays, Oil jets and Heavy Rockets, Each 
has its own characteristics and uses. You can have up to ten 
weapons, mounted on the front, sides or back of your car — I 
especially liked the flamethrower, even if the long blast of 
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FREE BUDGET CASSETTE 

PAGE 6 

OFFER 

ALL ORDERS OVER £15 

OFFER 



on 

disk 


d(M 

AHKANQIP 

7.1* 

10.95 

221B BAKER STREET 

1**5 

AST fl □ PRUID 5*fc 


S.Gi 

ALT. REALITY-eUNGEG* 

liti 

QQIQW UJCHESM.'O 

4.50 

1 [i.55 

FLIGHT SIMULATOR II 

59.95 

CONFLICT IN VIETNAM 

1 AM 

1 E.9’> 

7GOTBALL«ROFTHE VEAR 

11.71 

IT:HUMBLES, QMm «k 

E.95 

B.95 

GETTYSBURG 

25.95 

CRUtADE in euhofe 

12.76 

14.-BE 

riuiLC- OF THIEVES m. 

1P.9& 

D-AR8 

3.15 

7.95 

LURKING HOP P.D F 

21.95 

Q FLUID 

E.95 

10.95 

MINI OFFICE II 

17.15 

F-13 STfLlKE eagle 

G SO 

1175 

P**N6*k 

1H.S5 

FOOTBALL FORTUNES: 

12.75 

15.15 

PIRATES BARBARY COAST 

H.55 

nun STAR GAM ES 

1 M 

B.H 

RICK HANSON 

Ti.is 

GAUNTLET Mk 

B.5D 

12.75 

SUPERSCRIPT 

99.55 

GAUNTLET:DEEP DUNGEON 

*.55 

5.55 



JEWELS Of DA*KN«5 

1175 

1275 

BUDGET CASSETTES 


KENNEDY APPHOACH 

H.M 

12.75 



LEADFRHOARD 

B.M 

12.T5 

ISO 

a.K 

LEADERB-QAHD TOURNAMENT 

*.5G 

5.55 

CAVERNS OF KAFKA 

2.50 

LIVING DAVLIGHTS 

5-50 

10.95 

DECATHLON . 

1*5 

MERCENARY C-DMFE NDIL M 

12.75 

14.55 

ESCAPE FROM DQOMWORLD 

295 

phantom 

0,45 

1,W 

FOOTBALL MANAGER 

Itt 

SCREAMING WINGS 

5.S5 

5.95 

FOUR GREAT GAMES 

L* 

SILENT SERVICE. 


117$ 

MILK RACE 

Itt 

SILICON DREAMS 5+« 

12.75 

12.7* 

DN CUE 

2.95 

SOLD FLIGHT 


llTi 

FAN IK 

i.« 

SPACE LOBSTERS 

*i* 

At* 

POWERDOWN 

1.95 

SFINDIZZ7 

».u> 

iz.f* 

RIVER RALLY 

a.« 

SPITFIRE Ml 

7.*£ 

10*5 

STORM 

2.95 

TOMAHAWK E4« 

1 50 

12.71 

STRIP POKLH 54k 

2M 

trivial pursuit 

1J.7* 

1«.I5 

SURVIVORS 

2.95 

WORLD CUF MANAGER 

1M 

TD.9& 

TABLE FOGTMLL 

1.H 


Orders over £$ include pus(Ei£e otherwise please add 50p 
Cheques PO’s Access number to:- 

SUNARO SOFTWARE(P6) 

P.O, BOX 78, MACCLESFIELD, CHESHIRE, 5K1G JPF 
TELEPHONE (0fi25) 2 52 28 MICROLINK MAG96023 




TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 

READ ON! 



Are you lired of waiting for cassette games to load? Would you like to 
tran&ler them to disk tor faster, more reliable and convenient loading? 
You may have heard or read that this is not possible. Well, not only is 
it possible, but there is a program. Transdisk IV, that will do it all auto¬ 
matically, you require no knowledge of cassette protection techniques! 
To pul it simply r Transdisk IV will read ANY Atari cassette, (single, mufti- 
si age, non-standard format, 64K-no problem!), remove the protection, 
I hen pi ace it o n to d i$k for you. Plu s F to load and ru n the new disk ve rsio n 
of a cassette program requires just one keypress from a convenient, 
autorun many disk. 


The cost of this, the most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive of first class delivery. Also comes complete with com¬ 
prehensive instructions which were specially written with the cassette 
upgradar and first time disk user in mind. 

Requires: Atari 80QXL or 130XE Computer with disk drive end cassette 
recorder. 


Remember, that not onfy witf you save money on upgrades to disk 
(It they are available) but many games are onty available on cas¬ 
sette anyway so Transdisk IV has to he a worthwhile Investment 1 

Sand an 3A£= or phone fur more details of this utility- 

Make Cheque or P.O. payable to DOCOMM and send your order to:- 

DIGICOMM 

170 Brad we II Common Boulevard, Milton Keynes, BUCKS MK138BG, 
Tel: (0909) 663708. 

Demonstrations arranged for callers by appointment 
‘For your convenience from the original cassette only. 


flame misses the enemy car, the resulting cloud hangs about on 
the screen and may blind him! The Arena fights and road 
fights with gangs of cars are excellent arcade games once you 
have a nice variety of weaponry to throw ai the enemy] 

So what’s it all about? Keep your ears open for rumours 
and secret information at the Truck Stops and Bars and you 
should eventually learn of some special courier jobs which are 
well worth taking. There are also rumours of a Mr. Big who 
runs the Eastern sea-board outlaws - maybe your final quest 
will have something to do with him! 

ONE SLIGHT CRITICISM 

My only slight criticism with the game play is that, once 
you have fully mapped the roads, got a good enough car, and 
learnt how to use it to get past the road gangs, then some of the 
drives between cities, which can still take five or ten minutes 
become a tiny bit tedious as you watch mile after mile of 
similar looking road scroll slowly past, but by the time you get 
to that stage you should have nearly completed your quest, so 
hopefully you won’t have too many such journeys. 

Two points on the documentation. First, for Ctrl-A read 
Ctrl-R and secondly, the detailed notes on Saving characters 
don’t fully explain how to retrieve a saved character if he has 
died - the Q command to quit and save to the B-side only 
allows you to resume once. If your character dies you will not 
be able to reload him again. Obviously you can copy your 
B-side, but thaL takes a long time. The simplest way is to Quit 
(which saves your character to the B-side), restart, select 
Activate Old Driver, reply Yes you do want to save your 
current driver, wait while it loads him into memory, insert a 


formatted disk when prompted, wait while it saves him to it. 
Now' when it asks for the disk with the new driver to be 
inserted jusr press enter to use the character you have just 
saved. The big difference now is that the version uHiim on the 
formatted disk is NOT destroyed by loading. If he now dies 
you can re-Activate him from that formatted disk as many 
times as you like, 

The XL/XE version is in black and whitej the ST version 
is in colour and also allows you to use the F-kcys instead of 
trying to reach ridiculous combinations like Ctrl-L with one 
hand! The only other difference between the two versions that 
I could spot is that the ST allows you to use a mouse, but since 
they didn’t complete the job you will need to reach for the 
keyboard occasionally to speed up messages with the space bar 
and to reply to questions with Y or N, Whether you can fight 
duels with a mouse is another matter, I found the joystick 
much easier, but I am sure it is possible to develop the 
appropriate skills to succeed with a mouse-driven car! 

Autodud comes from Lord British and Chuckles who 
brought us the superb Ultima series - and while you shouldn’t 
expect the depth of the Ultima games - you should expect 
many very entertaining hours of Autodueling. 

AUTODUEL 

Origin Systems Inc. (Microprose) 

Disk 

Price £24.95 (ST) 

£19.95 (XL/XE) 

NEXT ISSUE ... an in depth look at Road war 2000, 
same theme but a totally different game. 
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WHAT HAVE YOU MISSED? 



BACK ISSUES 


PAGE 6 hack issues represent an excellent way of increasing 
the enjoyment of your Atari with articles to enlighten you, 
programs to type in and reviews of software to guide you* 
Almost all fit the content of past issues will be as Fresh and 
relevant today as when it appeared - increase your enjoyment 
now, before iUs too late! 

ISSUE JO - GRAPHICS SPECIAL. A super special iksut with n graphic:; 
theme. Dseme masterpieces wirh GRAPHICS WORKSHOP and exp lure 
your graphics potential with Colour Palerrc* PLgloada, Colour Attributes and 
CIO Slideshow. An in-dL'pth review of Printshop and Graphics Arc 
Department, the final part of Display ListH and the Adventure column, IJ 
pages devoted [0 the ST plus a colour feature ATARI ART and ST 
GALLERY. And There’s more! BLOCKBREAKER is, one of rhe best games 
to have been published in any magazine. Don't miss itl 
ISSUE 21 -- A packed issue with games, TRAIN CRAZY, Revenger and 
Forklift. Utilities ScatcmasTCJ-, Quick Disassembler and Measuring Tempera¬ 
ture, Programming hints w irh Doing The Impossible, Error H Solved and THE 
GUIDE TO ERROR ("ODES- Reviews of Flight Simulator 13, Hitchhiker’s 
Guide to the Galaxy, and the laresr Adventures. For the ST a DEGAS to NEC 
converter- Lattice C reviewed and reviews of a whole host of software. 

ISSUE 22 - More serious users will enjoy SMARTSHEET, a VisicalL- like 
rype-in spraid&heH, and our review of Paperclip whilst gamester* will puzzle 
over Tricky Lube* and try Lo survive Hidden Depths. The Guide To Error 
OkIcs i* concluded and rhere are article* on Fractals. Tape Problems and some 
less, wull known Adventures. Loads of reviews and some great new routines lor 
Hlnckbrcaker. ST user?, will lind out how to program Sprites- and can read 
reviews oil Time Bandit. Pro-Fortran 77, VIP Professional and more. 

ISSUE 2 3 - Another superb machine language game Water Ski School will 
lest your reflexes Word search will challenge Those who like puzzles and other 
I i slings include Superdown and the utilities X ref and Verify A huge review of 
Ultima IV heads a comprehensive review section and Going Online Part L will 
leL you know d telccomimjuieaiion* is for you. ST owners can discover how- to 
get a bigger screen on their colour monitor and read reviews of Zoomraek*, 
Sierra On-Line adventures and Pro-Pascal amongst others. Alscv is, it worth 
lidding ii 51 drive to your ST? 

ISSUE 24 - The biggest issue so far published? Great ST section with info 
ahour NT disks arid cartridges and loads of reviews. For &-bic users there is 
MUNCHY MADNESS, the best game we have ever published plus a super 
cheque hook utility AUTOCHECK. Plus all about checking your disk, drive, 
another game, more utilities, reviews of RAM.BIT, Adventure games and lots 
more. Too much in This issue in list fully! 

ISSUE 26 Another biggLe! A musT for 1020 printer Owners with J great utili¬ 
ties including a screen dump. A super Japanese chess game called SHOG1. a 
type in REVISION C BASIC, a full feature on disks! and mure. For ST, tvpe 
in OTHEl.m. reviews of LEADER BOARD and MEAN IS, Hints and Tips 
and several other reviews and a nicks 

ISSUE 26 - SOLID MODELLING is Oilc of the best programs wc have pub¬ 
lished. Be creative! Other programs include SOURCE WRITER for machine 
code programmers, FLEXIBLE FINGERS TO help you tvpc, NUTS and 
more. Reviews of TRIVIAL PURSUIT, DVC G5, SPEED SCRIPT and 
much, much more ST uf-erb can learn all about HARD DISKS, FAST 
BASIC, I YPE5ETTMR ELITE, DEtiAS ELITE and read, reviews on a 
whole lot more software. 

ISSUE 27 - Some cracking listings for the 8-bit. In GREAT BRITAIN LTD. 
you can be the Chancellor and help run the country. COMPUTER GAM¬ 
MON is a great Atari version of backgammon and there's ANTS IN YOUR 
PANTS* DISK COMMAND arid orhers- There h a feature on word process¬ 
ing and stacks of reviews. The ST section includes an in-depth review of ART 
DIRECTOR and a neat little program in put scrolling stars on your screen! 
Lots of review* including H ABA VIEW, K-SPREAD 2, K-WORD and many 
more. 

ISSUE 2S - Extend, the incredible original Munchy Madness with the 
MUNCHY MADNESS SCREEN DESIGNER, play GREEDY CATER¬ 
PILLARS wirh a friend, teach your children with MOST HEART MATHS 
or make up some crosswords with XWGRD. A Long feature on flight simulation 
programs, hint* on ZORK and loads of reviews. Fur ST users, the first in a 
scries of USING GEM from C plus FLIGHT SIMULATOR II reviews, new 
brinks from COMPUTE! and a whole Slack of reviews. 

ISSUE 29 - One that serious S-bii users have been waiting u long time for - a 
great lull feature database — Mj DBASE plus an amazing -story maker, 

S l ORY BOOK, that allow* you to create illustrated stories. Then there 1 ? a 
great game from ANTI called CL IFPH ANGER and an AUTORUN maker 
and more. Cheat on commercial games with ZAPPING THE RIGHT BYTE 
and read Stacks of reviews. The ST section has a type-in program, SCREEN 
GRABBER, which allows you to 'snatch 1 pictures of commercial games 10 disk, 
plu* the next part in our GBM FROM C scries and reviews of Superbase 
Personal, K-COMM 2 plus lota of games including Barbarian. 

AJI back Issues arc |1.20 each in the LLK rf £1.95 for Europe or 
surface mail elsewhere wnd (2*75 for Air Mall outside Europe. 
Please make cheques postal orders payable to PAGE 6. Send 
your order to PAGE 6, P,G. BOX 54, STAFFORD, SIT6 111R, 
ENGLAND, 


ON DISK 


All t>f the most recent issues of PAGE 6 arc available on disk™ 
including those out of prim issues! 

A PAGE 61 ssue disk contains all of the programs (except ST) 
from a particular issue, ready to run from a custom Menu, 
No more frustrating hours typing all those long programs. 
See just how good they are without the effort. 

ISSLli 17 Contains RE S UM, SHOOTIS'G GALLERY, X-Y-ZAP 
IXLAY CARDS, CASTLE MORGUE, MATTHEW’S LABEL MAKER 
and several programs on AX’T 1C tthkIcs * 5. 

ISSUE 111 - Contains BERTIE. GRAND PRIX It, BLITZ LISTER, 
STARS, TYPO 1 and Several programs on Display Lists 
ISSUE Contains SNOWFALL, THE CHASE, MAG FILE, SECTOR 
10, STARKIES UTILITIES plus programs for rhe Speech Synthesiser and 
several programs on Display Lists. 

ISSUE 10 Contains BLOCKBREAKER, GRAPHICS WORKSHOP. 
COLOUR PALETTE. PICLOADA, COLOUR ATTRIBUTES. CIO 
SLIDE SHOW plus more Display LK[ programs and picture*, for Graphics 
Workshop, 

ISSUE 21 - Contains REVENGER. TRAIN CRAZY, FORKLIFT, SCA- 
LEMASTER, DOING THE IMPOSSIBLE, QUICK DISASSEMBLER 
and MEASURING TEMPERATURE. 

ISSUE 22 Contains SMARTSHEET, TRICKY CUBES two vcrsinnF. „ 
HIDDEN DEPTHS arid new versions of BLOCKHftKAKER DGUBLF 
SIDED DISK. 

ISSUli 23- Con lams utilities XKLF and VERIFY! Garner $ U PH R CLOWN 
and A I LR SKI SCHOOL in machine Ungud^e . The word puzzle game 
WORDSFAftCH as well as COLOUR MAGIC demos and TWO BONUS 
programs!! 

ISSUE 24 - Contains The complex check balancing program AUTOCHECK 
ynd MLNCH'i .MADNESS, ths- best game wg luivtf evner published!. Plus 
another game FLYING HIGH and twd superb uriliiies, SPEED CHECK and 
MENU. A very full di?.k;iin1 nor 10 be missed. 

ISSUE >5 - Contains [he chess program SHOGL a pngc flipping tiema, 
BOUNCING BERT, and three W19 printer utilities LIST 1029, SCREEN 
DUMP and SMALL FONT A must for all 1029 owners. 

ISSUE 26 - TWO virtually full sides with bonus screens for SOLID 
MODELLING! Check them out. Also SOURCE WRITER for machine code 
programmers. FLEXIBLE FINGERS to help you tvjhr, a game of NUTS, 
DESIGNER LABELS for EPSON printers and YOUR OWN CURSOR plus 
any others in this issue-. 

ISSUE 2 7 - Long Usiinp include GREAT BRITAIN LTD. and 
COMPUTER GAMMONp two excellent programs. DISK COMMAND adds 
new commands EO BASH, and l EMESCREHX will give y du a new screen with 
a flock for ryping in Ehose programs. Plus ail the other bits and pieces on a full 
disk. 

ISSUE 2S - The amazing MUNCHY MADNESS SCREEN DESIGNER 
ready to run. a RAMDISK MOVER for your 13QXE, MOST HEART 
MATHS fur you or The children, XVCORD CO get you Thinking plus ail the 
other programs from this is*ue on a disk packed, as usual, to [he bnm. Also 
contains the winning title screen from our recent competition. 

ISSUE 29 - Thar super database MIDBASE is here ready to run and STORY¬ 
BOOK ^ here with a great bonus cm the back of the disk - a STORYBOOK 
READER with a complete Story For you or The kids. INSTANT CHARAC¬ 
TER SETS, CLIFFHANGER and AUTOMAKE arc also On the disk 
together with ail the hide programs from this issue. Another two sided disk but 
at the same price and the same great value. 

ISSUE 30 - All che programs from this issue PLUS BONUS MACHINE 
LANGUAGE ADVENTURE ONLY AVAILABLE ON THE DISK 

PAGE 6 Issue disks will run on any 8-bit Atari with 48k or 64k 
memory. Each disk Is just £3.95. Compare that for value! 

Order your disks from PAGE 6 by post from PAGE 6, 
P.O.BOX 54, STAFFORD. ST 16 1DR or by telephone using 
ACCESS or VISA on 0785 213928, 

Postage Is FREE in LLK. Overseas please add £l per order 
(for any number of disks). 


LOTS MORE! 


Sub«cribcn to PAGE 6 gets Jots more special offers. Hooks, 
an incredible collection of Public Domain software for 8-bit 
and ST machines, exclusive software, binders and more. To 
find out what you are missing ask for a copy of our PAGE 6 
ACCESSORY SHOP LEAFLET. 
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Review I 



ICD P:R:Connection 


If, like me, you’ve always cursed Atari for not providing 
the 8-bit machines with standard serial and parallel interfaces, 
then you’ll be interested in the P:R: Connection from ICD Inc. 
of Rockford, Illinois. Using this device you’ll be able to 
connect to standard (non-Atari) printers, modems, other 
computers, or any other peripheral device requiring a 
‘Centronics’ type parallel or RS-232 serial interface. 

Until now the only way to get hold of this product was to 
import one directly yourself, although Silica Shop did 
advertise it a while back. I’ve just heard that Frontier Software 
have become the UK distributor for ICD products, and can 
supply the P: Reconnect ion (PRC) along with many other 
interesting ICD 8-bit accessories. The review model came in 
via the import route, and this gave rise to a disastrous problem 
I’ll describe later* 

The package as supplied includes the interface box itself, 
a detailed instruction manual, and a double sided disk 
containing mainly communications software- No device cables 
are provided - you have to supply these yourself. 

ICD intend the PRC to be a straight replacement for the 
expensive and elusive Atari 850 interface. It s virtually 100 0 
compatible, including use of the 850 cables* In the few 
instances where there are compatibility issues, these may be 
fixed by using a supplied ‘translator’ program. 

CABLE COSTS 

Finding suitable, reasonably priced device cables was a 
problem. I had several quotes for 850 cables at around £20 
and over (EACH!), which I think is appalling. How can 
companies justify charging such horrendous prices for cables r 
ICD sell them for half this in the USA, so why can’t UK 
companies manage something similar? Frontier Software 
could generate a lot of goodwill (with me, at least!) if they sold 
ICD cables too. (Frontier are now handling these cables at a 
reasonable price- Ed.) I eventually found some at a more 
acceptable price at York Computer Centre. 

A SMALL PLASTIC BOX 

The PRC itself is a small plastic box measuring about 
5" x 3.5" x V* with a standard Atari serial bus cable emerging 
from one side. This plugs into the Atari’s serial socket, and 
you then plug the rest of vour I/O daisy chain into the serial 
bus socket on the PRC. There’s no separate power supply 
needed (yippee!) as the PRC draws its power directly from the 
computer via the serial bus connection* It works fine unless 
you happen to own a 1200XL. This needs a simple hardware 
modification for which instructions are provided. 

On the opposite side of the case are the I/O ports — one 
parallel and two serial. “PI:" is the ‘Centronics’ parallel 
printer port, using a DB15 socket, “Rl:” and “R2:" are both 



The Right Connection? 

RS-232 serial ports, using DB9 sockets. The former is a full 
serial port containing all the handshaking lines required by 
certain modems, while the latter is a cut down version 
handling only receive and transmit lines. The old Atari 850 
interface had two additional ports, one of which provided the 
rarely used ‘current loop’ facility. They were omitted from the 

PRC in order to keep down costs. 

Inside the grey case is a very neat circuit board containing 
a number of discrete components and several IC chips. One of 
these is a complete microprocessor in its own right, containing 
ROM, RAM, PIA, and a CPU! The board also contains two 
jumper switches. One can be set to provide auto-linefeeds for 
your printer - useful if you swap the printer between 8-bit and 
ST machines, as it removes the need to hddle with those 
annoving printer DIP switches. The other switch allows you 
to turn the printer function off, again useful if you’re already 
using a directly connected Atari printer. 

early model problems 

My first test involved replacing the trusty Blackthorn 
interface I use to drive my Star SG10 printer* It took just a 
few moments to connect up the PRC in its place and to try a 
few quick LPRINT commands from BASIC, Result - Error 
143. Hmmm, not so good. I rechecked all cable connections 
and retried it. Same result- I tried to LIS I a BASIC program 
instead, No good. I tried to prim a document with Atariwriter 
Plus. Still nothing. No amount of experimentation would 
induce it to print. Disaster! 

At the time I wasn’t aware that Frontier Software were 
about to start handling ICD products, so I contacted Silica 
Shop who kindly offered to help me sort out the problem. I 
took the PRC and cables down to them and we tried 
substituting different cables, computers, and their last 
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John S Davison tests a 
replacement for the 850 interface 
from Frontier Software at £69.95 


remaining PRC. Surprisingly, even this didn't work. (Thanks 
anyway, fellas!) 

Baffled and disappointed, I went home and wrote to ICD 
in the USA. A few days later I received a phone call from ICD 
president Tom Harker, who explained that the first few 
thousand PRC’s made were incompatible with PAL system 
8-bit machines (i.e. those used in the UK). The design was 
subsequently modified to fix this, so my PRC (and Silica’s?) 
must have been an early model. The solution was to replace 
the 4 MHz crystal on the PRC’s board with one of 3,9 MHz, I 
I received a replacement crystal from him by airmail shortly 

after, and fitting this caused the PRC to drive my printer 
exactly as the Blackthorn had. Moral — if you import your own 
hardware from the USA make sure you know what you’re 
getting! 

SOFTWARE REQUIREMENTS 

When used to drive a parallel printer no additional 
software is required - simply plug in the PRC and go. Using 
the RS-232 interface is rather more complex, needing some 
form of driving software. This is where the ICD supplied disk 
comes in, as it contains a number of useful programs. 

Therc are three (yes, three) different communications 
programs provided. All are public domain programs and 
widely used in the USA. The first is AMODEM 7.2, 
considered by ICD to be one of the best communications 
programs available for the 8-bit machines. Then there's my 
favourite - 850 Express, a modified version of 1030 Express, 
which is immensely popular in the USA. Just looking at it I 
can see why - it’s got some superb features! Finally, there’s 
RSCOPE, needed only if you’re rich enough to afford to 
access and download programs from the USA’s CompuServe 
System. 

There’s no separate documentation provided for this 
software - it’s all on the disk, so you can cither print it out or 
view it directly on the screen via a text editor. 

I haven’t had a chance To try out the communications side 
of the PRC and its software yet, so I’ll defer comment on it 
until the next issue. Watch this space for details, 

f CD’s P:R:Connection is great news for 8-bit users. At 
last you can be freed from the straight jacket of Atari specific 
printers and choose virtually any one that takes your fancy 
(modems tool). Considering you also get a diskful of useful 
software it’s superb value for money. If you need a good, 
comprehensive interface device for your 8-bit machine, then 
look no further. Get I CD ’ s P: R: Connection. « 


MJDBASE (ISSUE 29); Reader Eric Chapman has sug¬ 
gested the following amendment to this program. As new 
records are entered, the index is re-sorted on each entry 
which means that the program slows considerably when there 
are several hundred records. The following changes will 
mean that the index is only re-sorted when you exit New 
Record mode. Change the following lines: 

1030U RECS = RECS + 1 ;CHANGE - 1 

10600 - Replace the RETURN at the end with GOTO 29200 


DESIGNER LABELS (ISSUE 26): The article states 
Epson Compatible Printer required but what wasn’t clear at 
the time was that whilst it would run on an Epson ’com¬ 
patible’ it doesn’t actually run on an Epson! Quite a few lines 
need to be changed as follows 

FM 5*10 TEMP$=" i = I KIPS C2> = CHR$ 

fltS0J IGOSUB 5IZEiPTOPS = TEMP$ 

MR 5428 TEMP® — " !l" : MID S = ":C* : EM$ = "X|» : GQ 

SUB SIZE:PRIN$=TEMP$ 

SY 543© TEMPS-" f'•: MID$="“i:" ! EN$ =»m**: GO 
SUB 5IZE:PB0T$=TEHP$ 

RF Bllft 7 82;£5C$;"1'';CHR$C101 

UI 8120 ? «2;E5CS;"R";CHMS(lOJ!? 82;ESC$; 

YM 0130 ? 82;ESt$;"A";CHR$(8J 
BE 0140 7 02 ; PHE At>$ ; 7 O2;PT0P£ 

GB 8150 FOR MUM-1 TO DEP: ? 82;HUM;: IF HUM 
<10 THEM ? 82j" 

MR B150 FOR M-l TO GNID 

OH 8170 BYTE-PEEK(SCR+H)iIF BYTE—124 THEN 
BYTE=13*:REM DOES 1 (CTRL =1 
HF B180 IF BYTEZ84 THEN BYTE-140 
LB 0103 IF BYTE-0 THEN BYTE-32iGOTO 8210 
HE 8185 IF BYTE>31 AND BYTE<S5 THEM BYTE= 
BYTE+32;GOTO 021O 

OY aiSO REM IF BYTE<56 THEM BY TE—BYTE + 32 
UK 8208 IF MODE = l AMD BYTE> 32 AND SYTEdZ 
8 THEM BYTE“32 

EJ 8210 7 HZ;CURSCBYTEJ;: NEXT H:5CR=5CR+* 
0;? 82iCHRS11551 } 

CL 8220 IF NUM=DEP THEM 7 82;PBOI$ 

FS 8238 IF HUM<OEP THEN 7 82jPRIH$ 

HI 8240 NEHT HUM 

RU 8250 CLOSE 82:POKE 55S,P559 


You may also need to change one of the dip switches in the 
printer to activate the Graphics character set. Unfortunately, 
different models have different settings so you will have to 
refer to your manual. 


COMING SOON... 

WARGAMES ... A massive review, 
all you need to know 

EXPANDING YOUR ATARI... all 
the juicy details about those I/O 
and expansion ports and what to 
do with them 
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Paul Rixon gets 
through a lot of 
games! 

inter-dimensional gateway in the 
dungeons of the evil Acamantor, As last 
of the Great Druids it's your duty to 
destroy the four skulls of the Princes 
which can only be found in the dingiest 
depths of the dungeons, Eight types of 
magical spell are at your disposal- Fire* 
water and electricity spells may be used 
in defence against the constant onslaught 
of hell-spawned 'dimension monsters 1 
and other evil-weevils intent on your 
disappearance. 

Several other spells are available for 
unlocking doors* for giving you limited 
powers of invisibility and for creating a 
'GoIum\ A Golum is a yeti type 
character who kills all adversaries on 
contact. He can be programmed to 
automatically wait* follow or lead you 
around the dungeons or a second player 
can intervene via a second joystick - 
clever stuff! A "chaos' spell acts to 
eliminate the skulls once you've found 
them, and can also be used to escape 
from tight spots in the game. You only 
possess a limited number of powers to 
begin with, extra abilities may be 
obtained from chests* and here a degree 
of skill is req uired eo select the most 
profitable item. Nicely animated 
■pentagrams’ replenish your energy 
reserves. Very useful these! 

There are one or two further 
surprises awaiting you in the dungeons 
but I’ll leave them for you to discover. 

At the end, a rating system labels you 
with one of sixteen titles ranging from 
'Halfwit' to E Lighimaster\ I’m not going 
to tell you what it called ME though! 
You T li have gathered by now that 
DRUID is nor one of those simplistic 
'thrown together in five minutes 1 jobs, A 
lot of thought and programming skill has 
obviously gone into the game, 

DRUID excels in the graphics 
department. Bi-directional stairways give 
access to eight levels of dungeon, each 
offering a different blend of hi-res 
multicoloured scenery and ground 
features. Information relating to the 
number and nature of remaining spells is 
displayed in the top half of the screen 


together with an indication of your 
energy level. Scrolling is excellent, as it 
should be on the Atari, and although 
there isn’t any music, sound effects are 
plentiful. 

This is truly an enthralling product 
and one that Firebird should be proud 
of, It’s more involved than Phantom and 
streets ahead of the awful Gauntlet, No 
price accompanied the review copy 
although I get the impression that it is 
not intended as a budget release. Even so 
it should definitely be at the top of every 
arcade gamer 5 s shopping List. • 




Mastertronic 

Cassette 

£2.99 

1-2 players 
1-2 joysticks 


Simula lions remain as popular as 
ever and I'm sure this new one from 
Mastertronic will be gratefully received 
by a good many armchair SpOitSpetSOnS- 
M 80% as I expect you've already guessed* 
h a darts simulation similar to the Thorn 
EMI game released a few years back, 

A large hi-res dartboard fills up 
most of the screen with a blackboard Eo 
one side on which the scores are chalked 
up, There’s also a quivering hand 
holding the dart - good graphics but 
don’t darts players have arms too? 
Control of the hand is via the joystick 
diagonals and to make things even more 
difficult it can’t be stopped at any 
particular point, he, to remain in one 
place requires constant jiggling of the 
stick. The idea is to line up the dart, not 
as easy as it sounds* and press the trigger 
to throw it. 

In practice mode you have to hit 
each number in sequence* from tw r enty 
down to cme* in a limited time. The main 
game is standard matchplay darts* that’s 
where the winner is he or she who scores 
501 points first* not forgetting to finish 


DRUID 


Firebird 
Cassette £9.95 
Disk £14.95 
1-2 players 

1-2 joysticks 


Gauntlet clones seem to be all the 
rage lately and DRUID is clearly 
Firebird’s attempt to cash in an the 
trend. I'm not complaining though - this 
one’s a real cracker! DJ briefly run 
through the plot first* and leave the 
superlatives until later, 

Peace and well-being are in jeopardy 
throughout the lands of Be lorn due to 
ihe likes of four demon Princes of 
Darkness, who have appeared through an 
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UNIVERSAL HERO 


INVASION 


Mastertronie 
Cassette 
£1.99 
1 player 
1 joystick 


An arcade adventure with 
’Dropzone’ graphics and the challenging 
perplexities of ‘Spellbound 1 , Could this 
be the ultimate budget release? No, but it 
certainly could have been if S.A. Riding 
had remembered to include some sound 
and Mastertronie had provided some 
sensible instructions. 

From what I was able to ascertain 
from the (inadequate) information 
supplied on the cassette inlay, the plot is 
that an incapacitated space freighter is 
out of control and it’s up to the Universal 
Hero, alias you, to find the parts 

on a double. You join the game at the 
quarter final stage of a championship 
knockout tournament, and to win you’ve 
got to beat three opponents supplied by 
the computer. These are chosen at 
random from a team of seven dubious 
characters with names such as ’Belly Bill 1 
and ‘Limp Wrist Larry’. It’s the best of 
three sets to decide a winner, and if you 
are successful you’ll go on to challenge 
the world champion ‘Jammy Jim’. He 
seldom throws a dud shot! 

When it’s the computer’s turn, an 
animated sequence shows the opponent 
making his throw with a background of 
pub-scape sadly lacking in detail and 
colour. At least the music is quite good 
and the interlude doesn’t Last for too 
long! Keep your ears open for a short 
burst of digitized speech if you manage 
to score the infamous three double 
twenties in a row (hence the title). 

If mathematics isn't one of your 
strong points Mastertronie have kindly 
included a chart of winning 
combinations, but don’t take them for 
gospel - one or two errors have crept into 
the text! A final quibble concerns the 
difficulty level which appears to be on 
the easy side. I consistently beat Jammy 
Jim in the final and was awarded a 
suitable rating such as ‘mega-cool’, 
however since there is a two player 
option the game would seem to offer 
lasting appeal. 

In the words of Jim ‘BuHseye’ 

Bowen - ‘Terrific, super, how about a 
round of applause? 1 • 


necessary to mend it and thus save 
mankind. Trouble is, the freighter's on 
another planet and the only way to reach 
it is by shuttle. By some incredible 
coincidence the shuttle is also in 
disrepair so you’ve got to locate the bits 
to fix it before going any further. What’s 
more there’s a time limit before the 
freighter hits the planet and the Hero has 
a restricted amount of Oxygen. Phew! 

Brilliant is a very apt description of 
the graphics. The Universal Hero is 
himself a superbly drawn little chap with 



space helmet and jet-pack, used for 
propulsion around a vast maze of caves 
and planetary' landscape, which is very 
reminiscent of the ‘Dropzone’ graphics 
in design and colouring. ‘Useful’ 
artifacts are waiting to he found at some 
of the locations, and these may be taken, 
dropped or examined by means of a 
keyboard input. The Hero has a nine 
object carrying capacity and all articles 
he has obtained are displayed in a box 
above the main play area. Surprisingly 
there is absolutely no sound whatsoever 
during normal gameplay. A beep 
signifies when an object has been taken 
or dropped and a series of beeps are 
heard if you touch something you 
shouldn’t. Other than that, it’s golden 
silence throughout. 

At this stage 1 ought to be telling 
you about the puzzles the Hero 
encounters on his travels, but I’m afraid 
I’ve got to admit that the game has me 
temporarily baffled. Despite obtaining 
eight objects and exploring all of the 
immediately accessible screens I have 
come to a complete standstill. There's a 
pile of rocks blocking one entrance, and 
I’ve got dynamite and a plunger, but 
how do I use them? Your help would be 
appreciated!! The instructions are 
completely abysmal. They don’t even 
mention that starting the game requires 
pressing ‘S’ on the keyboard - ail 
inexcusable oversight. 

All in all, UNIVERSAL HERO is a 
very good game that could have been 
truly unbeatable if a little more thought 
had gone into the finishing touches. It’s a 
shame that Mastertronie have come so 
close to creating a classic and then blown 
it at the last minute. Maybe they’ll do it 
next time? * 


Mastertronie 
Cassette 
£1.99 

1 player 

1 joystick, keyboard 

Tactical war simulations are enjoyed 
by a small but growing number of 
dedicated followers who rejoice over 
titles such as ’Tigers in the snow 1 and 
‘War in Russia’. Exorbitant American 
price tags have prohibited their 
widespread popularity in the past, but 
Mastertronie have now enabled a much 
wider audience to scrutinize the wargame 
concept with the release of INVASION, 
set on a planet inhabited by alien beings 
whose plan is to invade Britain. Can you 
prevent them from going ahead? 

You have sole responsibility for 
Britain’s defences, commanding several 
military' outfits including ‘radar’ and 
‘explosive’ units, Destroying a weather 
station is your main objective, and this is 
accomplished by situating three 
explosive units in adjacent positions next 
to the station. Alien units counter your 
every move so constant monitoring of all 
developments is necessary to establish 
what is happening. Instructions are 
issued to the units by means of a cursor, 
and the computer automatically handles 
the move and determines the outcome of 
combat. 

Damage to a unit may be partially 
repaired by utilizing fuel cells, and a 
‘teleprinter’ provides updates of the 
current situation. Status reports can be 
optionally displayed and other facilities 
include game save, ’explode unit’ and 
‘move cursor to next stationary unit’. 
Points are awarded for disabling the 
weather station and alien ships, with 
bonus points given for eliminated alien 
units and human units remaining intact. 

Graphically INVASION is a bit of a 
let down. The battle area is pretty drab 
and uninspiring, scrolling is not at all 
like the smooth and effortless movement 
to be found in ‘Eastern Front’ but 
extremely jerky, and the display is 
generally lacking in detail and 
professionalism. 

It’s worth checking out if you are 
prepared to put some effort into 
gameplay. War simulations are by no 
means light entertainment and anyone 
buying the game without prior 
knowledge of the format could be in for a 
disappointment. Seasoned war tacticians 
should find it a worthwhile challenge. • 













Atlantis Software 
Cassette 
£2.99 
1 player 
1 joystick/ 
keyboard 


SURVIVORS 


It’s the year 2087 and the world has 
been completely devastated by a nuclear 
war. Presumably you’ve managed to get 
‘The Last V8’ back to Sei-base and now 
it’s time to think about rescuing the 
survivors of the war, who are trapped, 
inside a damaged hibernation dome. You 
have enrolled the expertise of three 
specialist Droids to search the seven 
levels of the dome and retrieve the 135 
missing persons. 

Damage to the building has caused 
numerous boulders to dislodge and block 
many of the pathways, so a knowledge of 
boulder -physics would be rather useful, 
Yes folks, it’s Boulderdash revisited!! 
Some of the rocks landed on top of 
‘MK,1 Guardian Droids’ who had been 


maintaining the life support systems, 
transforming them into hostile monsters. 
Keep an eye open for these! 

Each Droid under your control has a 
specific function and you must utilize 
these talents to succeed. The first is used 
for tunnelling, the second for rescuing 
the survivors and the third for shifting 
boulders, Rockford could teach this lot a 
thing or two! Switching between Droids 
by keyboard input is frequently 
necessary during play and this tends to 


become tedious after a while. 

The playfield is based upon a 
graphics mode one screen, so there are 



only three colours available - the default 
hues have been used — and the display is 
generally very r blocky, although at least 
everything is very big, bold and 
conspicuous. Scrolling is the biggest 
failing of the game. The screen jerks over 
an inch at a time, which is extremely 
irritating to the point where it detracts 
from gameplay. It’s not so bad if you 
move at a snail’s pace, but then the timer 
runs down before you’ve had a chance to 
complete the task. Hisses and beeps are 
all you’re likely to hear in the way of 
sound effects, 

SURVIVORS isn’t a bad game at 
the budget price, but it’s not one I would 
instantly recommend. As for that 
scrolling,..,!! 


MILK RACE 


Mastertronic 
Cassette £1.99 
1 player 
1 joystick 



Every year cycling professionals 
from all around the world participate in 
an increasingly popular event - The Milk 
Race - which this year was held over a 
thousand mile course beginning in 
Newcastle-Upon-Tyne and winding its 
way around the country' to a finishing 
line in London. Mastertronic’s MILK 
RACE puts you in the saddle of a twelve 
speed racer competing against 
eighty-three other hopefuls in a 
simulation of this year’s event. 

The game is split into the thirteen 



stages of the real Milk Race, and you 
must maintain pole position over each of 
these sections to win the event overall. 

It’s more of a strategic exercise than a 
race in fact, the idea is to change gear and 
adjust your pedalling rate in order to 
attain the most efficient use of your 
energy reserves. A gradient indicator 
provides some insight into the required 
gear, but otherwise it’s basically a matter 
of trial and error to discover which 


gear;speed setting best stems your 
energy depletion rate. 

Additional energy is obtained by 
collecting bottles of nice old, ice cold 
milk from the roadside. Time trials are 
sprung upon you at random points along 
the route and in these you have to 
complete the section within an allotted 
time or face elimination, Potholes are 
commonplace in Britain’s road network 
and hitting one of these incurs an 
annoying delay. There seems to be a 
slight bug here in that occasionally, if 
you’ve crashed, any cyclists passing the 
mangled heap actually improve your 
overall position rather than the opposite. 
Graphically, the game is well 
designed with nicely animated cyclists 
and a horizontally scrolling road, your 
view being raised above ground level so 
that sideways movement of the cyclists 
and detail in the road can be easily 
detected. Background scenery scrolls by 
at a different rate as do the heads of 
onlookers - not all of them human! 
Passing team cars add to the realism, and 
original music is included although this 
can be silenced if need be. 

MILK RACE is one of 
Mastertronic’s better efforts, and it’s a 
worthy addition to the budget range. 
Keep ‘em coming please Mastertronic! * 



BOULDERDASH II 


Prism Leisure Corp. 
Cassette £2.99 
Disk £4.99 
1-2 players 

1 -2 joysticks keyboard 

BOULDERDASH has had a long 
and interesting lifetime. Originally 
published by First Star Software three 
years ago, it became an instant smash hit 
on the Atari and on the lesser micros too. 
xMirrorsoft brought the game officially 
into the UK about a year later, again 
with widespread popularity, and shortly 
afterwards Databyte announced the UK 
release of its successor 
BOULDERDASH II - ‘Rockford’s 
Revenge 1 , Prism Leisure Corp. are now 


re-releasing the BOULDERDASH duo 
and the good news is they can be yours 
for under three pounds a piece. 

Following a superbly designed and 
animated title page with musical 
accompaniment the game proper gets 
underway. You control the relentless 
Rockford, a cute little dude whose only 
aim in life is to collect as many diamonds 
from the caves as he possibly can, It 
sounds a doddle until you experience the 
eponymous boulders which tend to crush 
poor Rockford if he doesn’t move out of 
the way in time, 

Blocking a mochas, transforming 
butterflies and out-manoeuvring fireflies 
are just a few of the distractions 
Rockford will encounter on his travels. A 
quick reaction is not the prime necessity 
- each cave is a complex and challenging 
puzzle requiring skill and brain-power to 
complete it. There’s not a lot of people 


who can claim to have finished all sixteen 
caves in series without cheating! Full 
playing strategies are thankfully 
provided on the inlay. 

If you do manage to master the first 
level there are four more to contend with 
after that. BOULDERDASH is not a 
game that you’re going to tire of in a 
hurry. There arc some great sonics 
included, and visually the game is 
superb. Just wau until you see Rockford 
impatiently tapping his foot during pause 
mode! 

The majority of Atarians will 
already have the BOULDERDASH duo 
in their collections, but if it’s missing 
from yours then you ought to make 
amends as soon as possible. My special 
thanks go to Rockford for sending me a 
pack of his edible boulders with the 
review' copy. Yummy! • 
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DECATHLON 


Firebird 

Cassette 

£1.99 

1-4 players 
1-2 joysticks 

What’s this?, An exciting new 
athletics simulation? No, actually it’s a 
re-release of the Activision 
DECA FHJLON, the game originally 
published during IQS4 on ROM 
cartridge. At that time you could expect 
to pay anything over £20 for the game, 
which illustrates how greatly the 
software companies’ strategies have 
(wisely) altered over the past few years. 

Anyway, this version of 
DECATHLON is entirely identical to 
the original (apart from the ’budget’ 
packaging) and will enable you to 
participate in a full-blown athletics 
meeting, competing with up to three 
friends (or enemies!) if you wish, or 
alternatively you may opt to practice any 


of the individual events - 100,400 and 
1500 metre races, Long Jump, High 
Jump, Shot Putt, Discus, Javelin, Pole 
Vault and 110 metre Hurdles, 

Every event, without exception, 
involves the much dreaded process of 
joystick waggling, or joystick destroying 
as it is otherwise known. Better take into 
account the cost of a new one before you 
buy the game! The trigger is used to 
jump and throw in the appropriate 
events, and to place the pole in the vault 
pit when necessary. Success will depend 
on your stamina and dexterity as you 
waggle the stick from side to side at, 
hopefully, death-defying speed. Hitting 
the trigger at precisely the correct 
instance is advisable too! Triumph is 
awarded by a suitable points allocation - 
score over 1000 points and a fanfare is 
sounded to celebrate your achievement! 

If you select a single player game the 
program displays a pace-man in the 
running events, who generally livens up 
the situation and creates the impression 
that you really are in a race. Clearly you 
can only hope to improve on your 
previous high-score, so it’s much more of 
an entertainmen t if you can find some 


GAUNTLET THE DEEPER DUNGEONS 


US. Gold 
£4.99 cassette 
£6.99 disk 

Requires GAUNTLET 

Attention all GAUNTLET fanatics! 
Having rushed out to buy the current 
U.S. Gold top seller, perhaps after 
reading the review in PAGE 6 (■), you 
might have survived the dangers 
imposed by demons, ghosts and similar 
obnoxious nasties, and be seeking a 
further challenge. If that is the case, 

I HE DEEPER DUNGEONS are for 
you. 

What you get are 512 brand new 
previously unexplored mazes, bubbling 
to the brim with all manner of 
adversaries, treasures, doors, rations 
(beware of the poisonous ones!) and 
generally the kinds of things that you 
would expect to find on any Sunday 
afternoon stroll into a deep dungeon. If 
you were an entrant to the 
design-a-screen competition then you 
may even see your name printed on the 
inlay card! Adhering to all of the rules 
established in GAUNTLET you will be 
given the opportunity to control the hero 


of your choice around the dungeons 
collecting treasure, searching for exits 
and, of course, killing anything that 
moves. 

The genuine GAUNTLET arcade 
machine features stereo sound (courtesy 
of the POKEY sound chip!), voice 
synthesis and superb graphics. Nobody 
was expecting anything quite so 
mind-blowing on a home micro, but the 
truth of the matter is that following 
months of speculation and rumour, the 
Atari 8-bit version is a huge anti-climax. 
It is completely boring, visually very 
forgettable - apart from a glimmer of 
hope resting in the ace title page - and 
sonics are virtually nonexistent. 

Needless to say, any comments 
made by Paul Blazeby in issue 28 hold 
true in this review. THE DEEPER 
DUNGEONS are simply more of the 
same - quite a lot more in fact. Take my 
advice, invest your hard-earned cash in 
Firebird’s DRUID instead. It’s 
infinitely more playable! Don’t forget 
that you must already own 
GAUNTLET before you can run THE 
DEEPER DUNGEONS, and also that 
the cassette and disk versions cannot be 
intermingled. Not a lot more 1 can add 
except buy it at your own peril! « 


human opposition to intensify the 
competition. 

Animation in this type of game often 
lends to be something of a 
disappointment, but the movement of 
the athletes and their shadows in 
DECATHLON is excellent, 
complimented by scrolling that is well up 
to the Atari’s high standards, and an 
impressive side-on view of the stadium 
and on looking crowd. Sound effects 
aren’t quite so hot but they’re perfectly 
adequate given the nature of the game. 

Try and snap this one up if you 
haven’t already done so. Firebird really 
are offering good quality software at a 
sensible price. • 


FRENESIS 


Mastertronic 
Cassette 
£1.99 
1 player 
1 joystick 



If there’s an award going for worst 
Atari 8-bit game of 1987, FRENESIS is 
certain to clinch the title - no sweat! 
Graphics are diabolical, sound isn’t up to 
much either and as for the game itself... 

The screen view is largely blank, 
apart from so-called aliens disguised as 
blobs appearing from the perimeter of 
the playfidd and closing in towards a 
large cross. Your task is to prevent them 
from ever reaching their destinations by 
careful manipulation of a tooth edged 
line called a Straton. Vertical or 
horizontal movement of the Straton is 
achieved by an appropriate push on the 
joystick, and if an alien is hit by the 
toothed edge of the Straton it disappears. 
Selected aliens require multiple zapping 
and ’Mega annihilating smart bombs’ are 
also available, if you can be bothered to 
use them. 

That’s all there is to it. Forty' levels 
of utter boredom - hardly a frenetic 
experience by any twist of the 
imagination! FRENESIS was 
’programmed’ by Tony Takoushi, well 
known arcade games fanatic to readers of 
a certain computer publication. If this is 
his idea of a joke then I’m definitely not 
amused! If it’s not, I would respectfully 
advise him to practice his talents on the 
Uric Atmos or unexpanded Vic 20, 

Without a shadow of doubt it’s 
Mastertronic’s most unappealing release 
to date, and a step in the wrong direction 
for the budget pioneers. Highly 
unrecommended! * 
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READING AND 
SAVING SCREENS 


Welcome back to First Steps, After last issue’s break from 
the trials and tribulations of programming your Atari, it’s Lime 
to gut back to some programming. YouII never learn if we 
keep chatting about other things! 

In previous issues I have covered several graphics topics 
and by now you should have had ample time to iry your hand 
at the graphic modes and maybe have even tried a little bit of 
animation. Your program %vill draw a picture with its own 
routines (PLOT, DR A WTO), but quite often you may wish 
to save the picture for use elsewhere^ or perhaps you wish to 
keep the same program routines and load in different 
backgrounds. So how is it done? 

SLOW BUT SURE 

First we need to find out whai is on the screen. If we were 
to set up a GRAPHICS 0 screen with some text on it, vve 
could look at every point on the screen (GRAPHICS Q, 24 
lines and 40 columns = 900 points) and obtain the ASCII 
value of the character using LOCATE. For example, 

LOCATE X,Y S Z (The same as POSITION X,Y: GET #1,Z) 

LOCATE sets the cursor at position X,Y (defined by the 
program) and reads the value of the character or point under 
the cursor. In text modes this will obtain a value for Z ranging 


5J 7 REM *** ChDOS* Graphics D screen. 
rj o REM *** Hide cursor with POKE. 

DR 3 REM *** Dimension StriOO to screen 
resolution. Set counter. 

DR 10 GRAPHICS UtPQKE 75Z,t?l>IM B* 1411*24] 

: A-1 

T!_ 13 REM *** set up your own screen here 
or just continue. 

JE 30 LIST 7,130 

JO D3 REM mm set UP for column and row. 
YN LOO FOR COL=0 TO 23tFDR R0H~8 Tp X? 

EP 103 REM *** Read screen point. 

LB 110 LOCATE ROW,COL,POINT 

TJ 110 REM mm Change POINT value to 

ASCII value and save to 
string. 

YH 11* REM *mm Reset counter for the next 
string localion. 

55 120 -CHRS EPniHTJ :A-A+± 

DA 12* REM *** Continue* 

CC 130 NEKT ROM:NEXT COL 

FP 133 REM mm Clear screen and replace 
everything to screen. 

5 V 140 GRAPHICS O:POKE 752,±:A-± 

TH 14* REM mm Set up for column and row. 
YH ISO FDR QDL-0 TO 23:FOR RBH=0 TO 33 
FO 153 REM mm Read string and print to 
screen* 

FP 100 POSITION ROW,C0L:? IA,A3;:A-A+l 
01 ID* REM »** Continue. 

CK 170 HEMT ROM:WERT COL 

io iso ? "Effi rffiTrfJB E DUMB UEUftlW" 

PT 130 GOTO 130 


Listing 1 
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from 0 io 255, depending on the character under the cursor. 
The same technique can be utilised for the graphics modes 
except that here the value will be 0 or 1 for the two colour 
modes, and 0 to 3 for the four colour modes. These colours 
correspond directly to the COLOR register used. Except when 
using ihe default colours, the SETCOLOR registers must be 
Stored as well. 

LISTING 1 shows how to read the screen,, store ihe 
details and how to set up the screen after it has been cleared. 
The program itself is pretty simple and I hope that Steven 
Wayne agrees that the REM's will be explanation enough. The 
value (Z) under the cursor is changed to the ASCII value and 
stored in a string. This makes it easy to print the character 
directly from the string using a POSITION statement. 

A FASTER WAY 

The previous technique is slow, but even slower when it 
comes to the higher resolution modes, A better way would be 
to use screen memory. Each point on the screen has its origin 
in RAM. Stored in these locations are the details of the points 
i.e. colour or character. The position of the start of screen 
RAM is stored in locations 88 and 89 (termed pointers). To 
find out where exactly this is in your own computer enter the 
following and press RETURN, 

PRINT PEEK(88) + 256*FEEK(B9) 

The number given is the memory location that stores the 
value of the top left hand corner of the screen. Each point on 
the screen is stored sequentially in memory from that memory 
location. 

So why use a pointer? WdL when different modes are 
used the RAM is increased or decreased according to the 
amount needed for that mode. The compuier will shift the 
start of screen RAM to compensate for this and as it varies so 
much, you need to store the start of screen RAM somewhere 
so that you can keep track of where the screen starts. The 
technique of pointers is used quite a lot in the ATARI 
architecture. 

Location 88 is equivalent Co the amts in decimal counting 
and location 89 can be compared to the tens. For instance, 21 
in decimai is 1 -?-(lG*2) 3 so location 88 would store the 1 (units) 
and location 89 would store the 2 (tens). In the case of 
computers though groups of 256 are used instead of 10’s, so a 
1 in location 88 and a 2 in location 89 would equal 513. The 
reason for the magic figure of 256 is simple. The memory 
chips have eight read/write lines and each line has two states - 
either ON or OFF (just like a light switch). With two states 
and any combination of eight lines the mathematicians 
amongst the readers will deduce chat you will have two to the 
power of eight possibilities - 256! 

Directly reading the screen RAM means that we can do 
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Afarlc Hutchinson shows you how 
in his regular column for 
beginners 


away with LOCATE and speed up the program. This can be 
demonstrated bv listing 2. This program is slightly faster due 
to the reduced amount of program commands, but it is still 
very slow. 

NOW HOW TO SAVE IT 

So now that we have read our screen, where and how can 
we store it? 

Storage in memory' can be in two forms, either as a string 
or as a variable, both are temporary. The string can be held 
until filled then transmitted to disk or tape all at once but the 
variable must be transmitted at once otherwise the 
FOR/NEXT loop will overwrite it on the next pass. 

Using PUT; GET commands with a variable, the data has 
to be passed to disk or tape one byte at a time. This may seem 
to be slow but it allows the use of a device called the Input 
Output Control Block (IOCB). This block is the socket you 
plug the tape or drive into, It is controlled by certain locations 
in memory and, if these locations are POKEd correctly then 
some great things cart be achieved. 

When you connect the tape or disk lead into the 
input,'output socket of your computer you have given yourself 
a choice of eight communication channels, 0-7 (remember 
OPEN #1, etc?). Each channel has sixteen bytes of memory 
reserved for it in RAM, from locations 832 to 959. You will be 
told by various handbooks that you can use them all for your 
own use, all except channel 0 that is, because it is reserved for 
the screen display. This is not true, you can use the screen 
display, and to prove it I will introduce you to the ATARI 
‘Forced Read .Mode’. 1 must confess though, this has been 
mentioned before in PAGE 6 by myself and others, but can 
you have enough of a good thing? 

In this mode the program will stop running (the STOP 
command) and place information on the screen (using 
PRINT). Then it will reposition the cursor above the new 
program lines and enter the lines, directly from the screen, as 
if you had pressed RETURN, The CONT command will start 
the program where it left off, any new lines being run. LIST 
will show' the modified program. 

A self-modifying ATARI! LISTING 3 will demonstrate 
this effect. 

That's it for this issue. Next time we’ll take a closer look 
at those IOCB’s, Meanwhile, don’t forget that you can write 
with your problems or to suggest further topics for the 
column. Write to MARK HUTCHINSON, 

1, HOLLYMOUNT, ERINVALE, FINAGHY, BELFAST, 
BT1G OGL 


GO 9 REM -*** set up screen, put something 
on it. fte love cursor* Set up 
string. 

UM 10 GRAPHICS 0! POKE 752,1:0111 BSliBOO); 
LIST 3,100 

5G 15 RE H Get location of top left 

corner. 

Lft 2© P^PEEK<881+25&HPEEKCS51 
EZ 25 WEN *-** Plac# value of location as 
a character in the string. 
RJ 3B F PR A = 1 TO 56B 
OH 40 0$<A,flJ=CHRSCPEEKIP+A-1JJ 
FZ SB HEHT A 

GM 55 PEM it*-* Clear screen and replace 
everything to screen. 

BO 60 GRAPHICS B l POKE 752 # i 

VM 65 REM Hetrieue the data and plate 

in screen ^enory. 

LO 70 GRAPHICS 0 
RO ft0 FOR A=1 TO 56© 

VE 50 POKE P+A-l, ASC CB5CA,, AJ > 

CP lOO HEHT A 


Listing 2 


YJ 

I O 

GRAPHICS OSPOKE B42,13 

SC 

20 

POS ITION 2j±3:? ,, S M ■ ? : 2 «■ ? IB £ 


"25 

11 5? "35":? "45”!? "5 5”: ? "65" 

If F 

30 

? "160 SE .2,2,2" 

TO 

40 

? "CONT” 

BU 

50 

POSITION 01© S STOP 

GZ 

60 

POKE 842,12 

Z A 

70 

LIS I 

RH 

100 

SETCOLOR 2,2,2 


Listing 3 


THE FIRST STEPS 
COMPUTER DICTIONARY 
continued 


Chip - A piece of semiconductor material containing a 
microscopic integrated circuit. 

Integrated circuit - A tiny circuit in which the electrical 
components are made of chemical elements diffused into a 
piece of semiconductive material. 

Character - a single letter, number or symbol, 

Daisy wheel - A plastic disk with spokes used as the print 
mechanism in letter quality' printers. 

Data - information to be processed by a computer. 

Database - 1'he entire collection of information available to a 
computer. A structured collection of information, or a 
collection of related files, considered as an entity. 

Data set — A modem. A collection of data records with a 
logical relation to one another. 

Device Handler - A collection of routines that connect the 
operating system and the user program with the input output 
devices, There is one handler for each type of peripheral 
device in the hardware configuration. 

Direct Memory Access - Transfer of data between a 
peripheral and main memory without intervention of the 
CPU. 

More definitions next issue! • 
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THE RESOURCE FILE 


The Resource Rile is a new service provided by PAGE 6 
id help Atari owners (both 8-bit and ST] find sources of 
information, help and supply. An entry in. this, feature 
does not necessarily imply any endorsement by PAGE 6 
and readers are advised to chock for shemseive* to ensure 
that the in format Lon ls still current. We would ask any 
readers who find information to be inaccurate Or out of 
dale to let us know so thai an entry may be amended or 
deleted. 


RETAILERS 


BBS 


Name: 

Number; 

Hnu rs: 
Hnud: 

Features: 


Garni ingay FIDO 
0767 50511 

24 hours 
300 - 24013 
Atari 51G and 
program library 


KamcL 

Number: 

Hours: 

Baud: 

Features 


THE VILLAGE 
01 464 2516 
24 bourse dap 
V21, V22, V22HIS, 
V23 

8 bit area, ST area, 
CP M area 


Do you run a Bulletin Board which criers mainly for Atari 8-bit 
or ST? For an entry In this feature please send us details as above 
(5 words mas on Features! ) on a plain sheet of paper headed 
RESOURCE FILE - PUS 

Any background information included will be filed for 
reference but not published. 


USER GROUPS 


The following retailers, to the best of our knowledge, 
support Atari 8-bit or ST and sell PAGE 6, 


ATARI WORLD 
Li, Feun^LL Sirtfr 

>14 1PV 

TfI. 0*1 834 4941 

BRIGHTON COMI-LTER 

EXCHANGE 

2. Ana Street 

Briih^n 

UNMflP 

Tel-fi^S 686651) 

CHIPS 

>1, Rugby Rsad 

Worthing 

S-uv-u x 15 IN j S: SXB 

COMPUTER CENTRE 
HLjfb Streel 

]-Tri r n l h Lirirh. 

Etits 

Tel- I34-D-2 A "5611 

COMPUTER world 

212, Braad Street 

Birmifig^in 

HI S 2AY 
Tel. 021 641 9100 

GAMER 

’I Kb*E SErtf C 

Brighton 
S-m^ex BN I IHQ 
TeL- Oi'3 "2S6S] 

GLA SGGW COM ! a U E'ER CEN TR E 

Virginia GalJtrrLCS 

55 Virginia Street 

Glasgow 

Gl LTU 

TeL. 04| 5S2 1S22 

GUERNSEY COMPUTERS LTD- 
31. ( xammercial Arcade- 

51. Pt«r Fori 
Guersiey 
Channtl [elands 
Tel, 0481 

HI-FI WESTERN LTD. 

52, Uainbriari Rof>d 

Newport 

(J-wtnE 

Tfl-62 7W* 

IN TOTO 

I, HenLhcDal SirirtC 

Hockley 

Nfi tts. NG1 5AF 

Tei. 0602 4 a TO' 

jknxings stores 

244 - JL4R, III-f tFord Kn;id 

(inHi a I d 

Middx 

Tel. 01 804 l"6" 

I.ADBROKE COMPUTING LTD. 

13, Ormskirk Road 

Fre-nttm 

Lancs, PR1 1QP 

id.r n 2 214^4 


LIVINGSTON COMPUTER 

CENTRE 

1", Thu Malt 

Craig-shiill Shopping Ctnifo 

Livingifat] 

Loihiaiv 
Tel- Qs06 36V"S 

MICROBYTE 

iWnifhulS UuniTWXK CentrEj 

Rid Lion BulldiDgfr, 

Liverpool Road Xn<Tth, 

Ma^huli, 

Merseyside L31 211 ti 
Tei. Oil S26 5216 

MICRO- TR ON ICS 
2''a.. Mn.rk.EE SLreKl 
T&rti^orifei 
Staff* 

Id. 082' i148(3 

P.F.MLRFHY A SONS LTD- 

Crn^R Lanes 

Or Light: da 

CO- Louth 

Ireland 

Tel-041 37292 

ONE STEP REV ON D LTD. 

L La, Uaslle Mta.du* 

Norwich 
Nail 3-DG 
Tel. 0603 66^96 

ORDEM 

21, Harris ArCadt 
Readhnfi 

Herts. JRGl IDS 
TfL0T34 4747ftfi 

PEATS ELECTRONICS 
I9T Parnell Slrttl 
Dublin 1 
Ireland 

Tel. OMt ?27T99 

RADFORD HI-FI LTD- 
52, tjlnucmler Hcmd 
liriild 

Avow 

TeI- 0212 42824^ 

SILICON CENTRE 
AmLgUtt Streel 
Ldinhurgh 
Scotland 
Tel 031 557 4546 

SOFTWARE EXPRESS 
514 - SL6, ALurn Reek Hnud 
Alum Rfliefe 

Ili rm i nghsitn B-N 

Tel. (I JI 32S 35-R> 

A S. WOOTTON A SON 
LI 6 h EdleMnn Hoad 
C ^-re we 

CW2 7HD 
Tel. 02 70214118 

YORK COMPUTER CENTRE 
Davygntr Arcuile 
Dpvv^Jite 

VurkYOl 2SL 1 
Tel- 0904 641962 


ABC 

Contact Mike Danoghuc, 135, 
St. Leonards Road* Leicester, 
LE2 3BZ. Tel. 0533 700190. 
Retailer and both 8-bit and ST 
uset groups - 

ATARI USER GROUP 
(IRELAND) 

Contact 100, Sillogc Avenue* 
Rallymom, Dublin 11* Ireland. 
TeL Dublin 425918 

BOURNEMOUTH AREA 
COMPUTER CLUB A.U-G, 
(B ACC AUG) 

Contaci Colin Hunt - TeL 0202 
677895. ST s B-bil, hardware 
and software development. 

CROMWELL ATARI USER 
GROUP 

Contact Dave Leggett, 3, 
Chestnut Close, Brampton, 
Huntingdon, Cambs. Tel. 0480 
50553. All users wdeome- 

The GATEWAY CLUB 

Contact Bob Hall, 46, Churchill 
Drive, MildcnhalL Suffolk, 

IP28 7DA. TeL 0683 717723. 
All computer dub with Atari 
section. Meets once a month. 

LONDON ATARI CLUB 

Contact Andrew Banner, P-O. 
Box 319, London, SE15 3NZ. 
TeL 01 639 8657 (evenings and 
weekends). Members anywhere. 
8-bit and ST. 


MERSEYSIDE ATARI 
CLUB 

Contact Mike Lynch, 24, 
Oakdcne Road, Anfield 5 
Liverpool, Merseyside, L4 2SR. 
Tel 051 264 8435. ST ONLY. 
Regular meetings, newsletter 
and more. 

RAGE HARD AALG. (8-bk> 

Contact Tony Long worth, 13, 
Greenfield Road ? Little So [ton. 
South Wirrals Cheshire, L66 
1 PE, Tel. 051 339 0405. For 
8-bit users everywhere- Send 
s.ax. for details, 

SIGATARI 

Contact Glenn Leader * 143, 
Richmond Road, Levtonstone, 
London, Ell 4BT. Tel 01 556 
0395. For those interested in 
more unusual applications. 

SOUTH WALES ATARI 
GROUP 

Contact Raymond Pricc^ 

Maudevillc House, 9 , Lewis 
Street, Canton, Cardiff, CFl 
8JY. Tel 0222 394592 or 39450! 

ST CLUB 

Contact Paul Glover, P.G. Box 
20, Hertford, S13 8NN. Mail 
only(?)- Worldwide. 

WORLD ATARI PENPALS 
InL Us*r Group (WAP) 
Contact Max Terveen, 
Magerhorst 8, Alphen a;d Ri jn, 
2402 LF, The Netherlands, TeL. 
01720 45583. Members in USA, 
Canada, France, 'U'.K., Greece, 
Germany, Saudi Arabia, Ha% r e 
circuLacing disk (8-bit and ST), 
Mail onlv. 


Do you w r ant others to know about your group? Send details as 
above ONLY [5 words max. on Members!) on a plain sheet of 
paper headed RESOURCE FILE - USER GROUPS. 

That's all you get! We will not publish any other details as 
meeting times and places tend to change. Appoint someone 
responsible to handle any enquiries received. 


The unlv criterion for an entry in this column is that the 
retailer must stock PAGE 6- That is the only measure we 
have that a retailer is genuinely interested in supporting 
Atari. Phone us on 0785 21 392H if you wish to be 
included. 


PAGE 6 reserves ihe right to delete Liny entry from this feature 
for any reason. Inclusion does not imply any endorsement by 
PAGE 6 and PAGE 6 can accept no responsibility for the 
accuracy or completeness of an entry. Please tell us if you find 
any entry out of date. 
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NEW LOWER PRICES AND... 
EVEN BETTER SERVICE! 



NowALL Goods Despatched SAME DAY by 1st CLASS POST 


FREE! 


PRINTERS 




’ataw sm m 

Dot Math* 


*30 Column 

• SO CPS 

• Friction & * factor reco 
*12 Month Warranty 

^ £189.00 

SAVE £1W 


IFHEE-Atari Writer PLUS Word 
PtOC^gt Disk with ALL Prints 
• FREE POSTTAG-t: — Printers 
, SSct PAYM.E* t schem^^^ 


\ 1 

V •cr^^so.K WH«1 

^30 Column - Del Maui* 

# 120 CPS - Drsh Mode 
0 2A cpS - NLQ Mode 
#FnEfron & Tractor Feed? 

• \2 mo flii 1 warr mi 

-j&.'t £209.00 < 

0" SAVE OVER E70! 


MP 165 


* EC Column - Doi Matrix 
*i$5 CPS - Draft Mode 
*35 CPS - NLQ Mode 

* Friction & 7 raptor Feeds 

* Full 2 year Warranty 

o\H £229.00 

jn v SAVE OVER tw 


o^rt - ..~ hics AT" Interface to w>h necl to 

^SXSSS!^ 5 ■ ** »■-®*"“ Ar * 0UT PTIhter 


DISKS a STORAGE 



PAPER 


• High Quality if* 9»" 

• 60gsm Weight 

• Micro-Perf all Round 

• 2000 Sheets - 


ONLY 

£ 14.95 

Post Free! 





Get the moji Irorm your ATARI Computer with ihese EXCELLENT 
BOOKS at special low COMPUMART PRICES fN.B. no VAT on 
boohs) 

• ATARI 13CXE HANDBOOK £9,95 

• BASIC - XL EDITION £12.95 

• MAPPING THE ATARI £15.95 

• TOUR ATAHI COMPUTER £15.95 

• COMPUTES 1st BOOK OF ATARI GAMES £15.95 

• COMPUTES 1st BOOK OF ATARI GRAPHICS £10.95 

ALL BOOKS-POST FREE!!! 


Also Available 


Full range of ATARI 52M1IMD Computers. Printers, Monitors, 
Software. Accessories etc Ash now for details ol our EASY 
PAYMENT SCHEME on Atari ST's 


How to Order.. 


I 




• Simpljr si jot c-rder raw ard Ml address with a 
Cheque c f puH order |made pafdtlE Id Gompuwlj m 
poll CO Olt address apxBilc & 

• Phone arr f of op 3 order lines |24 hgyr^ sk adfir 
using youri:r&dr;.'ard 1*1 HSfrgve yqyrfyll name and 
aidiess, daylre & te)he njrter. delaiH d ydui ttder and 
|h? nameoflfhe mapuro pu are ordering Ir^m 
•AH gcods are usually dEEpalL-iec same d£? 

IK Glass ppM - FREE OF QHARGE! 

• For SPEEDY GUARANTEED NEXT m KLIVEflr 
SECmiCOR »ltase add JUST [J to goo* Inlal 

• We weiKimeoHcia' •rife- pjrhHe ordo-s Iran ^c'l. 
^wEmmpir and educational Kfcjbiisftmtfits el: Goccs 
W* t^^palchcd On receipl ql qrde-. 2B 4a r inwscq will 
fblhn. 

• OieRea&o-dors.- pease dedycl m (15%| men add 
SSS lor air frail ard ms.^anfe ;Ajl papiarfis in i 
storing) 

offices in:lude VAT frices and delirery subject to 
avalahilrly. AN gmri* !i..lly ^ji anieed 


TOP QUALITY 514" SULK 
PACKED DISKS 

•Fully Guarinieed •individually Certified ICOVs, 
Erro r Free •Supplied in slrong white card boxES 
per 10 •Complete with eflrelDpes, User Labete 
Write protect Jabekek:# ALL POST FREE! 



10 

SI 

' 100 

Single Sided 
Double Densily 

E5.95 

£27.95 

£49,95 

Double Sided 
Double Densily 

£7.95 

£3755 

£6855 

Double Sided 
Quad Density 
|30 Track! 

[9,95 

£41.55 

£88.95 




DD10QL 

DISK STORAGE BOX 

• Smoked PfcrSpe^High 
Impact Plastic 

• Holds up 1o 100 Disk? 

• H nged ^ y:;Kab e Lie 
(2 keysf 

• Rubber feet - Dividers 

°* Ly £10.95 m 




JOYSTICKS 


THE 

MICROLASER' J 


THE 

I' MICftOBL ASTER" 





THE 
■JOYE ALL' 



All ih m of ovr -Joysticks 
w include Ihe following lealuYes:- 

• Dual Fire Buttons • E*tea long 5ft Cable 

• 3-Way Arcade Duality •Single and ftspi-d Fire Facility 

Micro Switches. for Precision •Non slip Rubber Feet 

M JCROPH ASER MICROSLASTER JOYB ALL 

0NLY £9.95 ONLY £12.95 ONLy £9.95 

JOYSTICKS - POST FREE! 


A GREAT DEAL MOREFOR A GOOD DEAL LESS! 
COMPUM ART-Dept PA6 ■ Unit B - Falcon Street 

Loughborough * Lelcs * LEU IEH 

X 0509 - 262259/233093 /266322 
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The THIRD GENERATION of Jeff Minter s unique LIGHT SYNTHESISERS 

- MIND/MACHINE SYNERGY - 

COLOURSPACE: allows the user to create dynamic, interactive light displays 

using the Atari's 320x200 512-colour graphics. Do it to music,.. your ears won't 
believe your eyes,., 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible < 
with NEOchrome images {for foreground and background displays), 20 presets^ _ " 
84 definable (ightforms, record mode, load and save of performance data from 
disk. 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser,,, play light like music... 


COLOURSPACE. Discover why you bought your ST. 



NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from 
LLAMASOFT 49 Mount Pleasant Tad ley Hants 
Tel: 07356 4478 

SEND S.A.E. FOR CATALOGUE & NEWSLETTER 

















